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Exclusive coverage of all the 
latest in-development games 
for Christmas 

TOUGH GUIDES 

TGM's off to 16-bit Europe for 
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It was over 40 years ago, at the height of World 
War n, that the Japanese main squadron tasted 
defeat off the west coast of the Midway Islands, 
Some say that this battle greatly changed the 
outcome of the war, some say under different 
direction we may now all be living our lives 
under the shadow of the Rising Sun. This is 
your opportunity at the controls of your 
magnificent P38 t aimed with six secret 
weapons, to relive the titanic struggle for 
supremacy against the battleship Yamato and 
its legions of defences. 

"Supreme arcade conflict at its thrilling best" 
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AN ATARI 520 ST 

And copies of smash hit 
Eliminator from Hews on 
See page 89 
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Arcade Machine Cabinet! 

From Mastertronic - this is the BIG ONE! 
See page 20 
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TGM REPORT 

Todays hot stories - tomorrow" s news for you - the TG M 
team tells you what's going down 

PREVIEWS 

With a difference this month! Check out the feature panel 
on the right . . , 

CONVERSIONS: COIN-OP 

And coin-ops with a difference too! Check out the feature 
panel on the right . . . 

TOM'S REVIEW CATALOGUE 

Thirty crammed pages of S5 games [22 8-tott t 29 1 6-bit. four 
Sega) hot from software houses this month 

GETTING ADVENTUROUS 

Rob Steel's a bit light on reviews, but packs a preview 
punch and offers more tips 

GOING RIGHT OVERBOARD 

The heights of Ascent and the depths of the Id In PSf are 
revealed 

MERCY DASH 

If you're at the PC Show NOW, watch out! She may be 
watching you! 

POSTE HASTE 

Looks at an unusual subject for a PBM - soccer, plus tt's 
A Crime playing tips 

FANTASY GAMES 

From Games Designer's Workshop something this way 
travels* John Woods Investigates . . . 

MUSIC MATTERS 

Jon Bates has moved to Harlech in Wales, but he's still 
found DXpert to take apart 

READER PAGE 

Bitch, moan, mumble, complain etc - and that's just the 
envelopes . , ♦ 

INFORMATION DESK 

Want to know how to fit a dongle to a 1 4-bit dedicated 
kludge? We may be able to help 

ENDP1ECE 

Mel's Trivia Quiz - and something new . . . 



COMPETITION RESULTS 

Please note that none are printed in this issue. Sorry, but 
we ran out of room! All winners have already been notified, 
and we'll print this month's lot next issue. Promise! 
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PAGE 13 tqm 

PREVIEWS 90 Continental! 
Across the Channel, an awful 
lot of new names are estab- 
lishing themselves. We bring 
you special coverage from 
Spain, France, Germany, Hol- 
land and Yugoslavia, as well 
as the best of British. 



CONVERSIONS: COIN OP! 



PAGE 34 A change of venue, 
but not of pace! TGM tells you 
what arcade machines are 
currently undergoing the 
metamorphosis from dedi- 



cated megabytage to 16- and 
B-hitage. And there are mas- 
ses of "em, heading your way 
for Christmas and the New 
Year t from R-Type to Pac- 
Mania. Vrtal stuff! 




110 



THE HIGH FLYERS 

A special TGM report from the USA 

MicroProse have rapidly established themselves as 
masters of the technical simulation and rolep laying 
games. With details of new biggies like F- 19: Project 
Stealth Fighter, Times Of Lore and Tom Clancy's best sel- 
ling Red Storm Rising, John Rose reports from Micro - 
Prose HO in Baltimore, USA. 



WHATEVER HAPPENED TO THE NIN- 
TENDO? 

Wasn't it supposed to be the biggest thing since sliced 
bread? TGM asks Nintendo,, Nintendo answers back 

PARTING POOLS WITH THEIR MONEY 

Mel Croucher continues his investigation into computer 
theft, and discovers that you can steal data with the aid of 
on old telly . . . 

TRILLION BYTE 
TRIPS 

First of TGM's cyber- 
punk book reviews go 
back to the druggy days 
of Vietnam , . . 

THE GRITTY 
FUTURE 

. . , while Stuart Wynne 
talks to Interplay {Bard's 
Taie people) about their 
involvement wtth the 
great LSD guru of the 
Vietnam period, 
Timothy Learey, author 
William Gibson and the 
game of Neurom&neer 

TRIPPING THE LIGHT FANTASTIC 

And still in Psychedelia Park, Robin Candy plays Trip-a- 
tron with Jeff Minter s amazing new ST light synthesizer 

DRIVING US CRAZY 

The humble car is no mora. Tomorrow's runabout will do 
everything for you including telling you when to change 
your underwear. Mel Croucher's impressed, dazzled and 
confused . * . 

The next issue of TGM goes on sale from October 20 
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NEWS 



TGM REPORT 

ST slashed by £100 
as 'super ST' nears 



by Stuart Wynne 

The Atari 520STFM will drop lo £2W 
again, officials have confirmed to 
TGM And Atari art akn said in be 
planning a 'super ST' wilh 4,096 col- 
ours. 

The 520STFM prke change, which 
makes ii cheaper Irian Commodore's 
Amiga again, is scheduled for shortly 
after ihe PC Show in mid- September 

Bui a £399 Super Pack will also be 
offer, featuring the 520STFM with 
£440 worth of software (full details 
below | . 

Meanwhile. Computer Trade Weekly 
says the so-called 'super ST' is 
designed as an Amiga-killer. And 
though Atari refuse 10 confirm its 
existence ("rumours are just 
rumours'), an industry source has told 
TGM that games are already being 
written lor a software bundle. 

Incorp* i raring 4.096 colours, stereo 
sound and iupersmooth horizontal/ 
vertical scrolling, it is said to have a 
better operating system than Commo- 
dore's Amiga, and MIDI output. 

ST-fanclers eager for a first sighting 
might camp out the January Con- 
sumer Electronics Show in America. 
The machine is expected to be in the 
UK by April, and if it turns out to be 
more than an early April fool a price 
m[ l Vft is ihtuighi likely. 

Super Pack 

Besides a Filolax-like organiser, the 
5205TFM's £399 Super Pack will 
Include 2 J games: Arkanoid II. Beyond 

Atari ST: pnee cut again, as portable and super ' versions ioom 



The tec Palace, Black Lamp, Buggy Boy, 
Chopper X. Eddie Edwards' Super Ski. 
fkari Warriors. Marble Madness, Quad* 
ralien. Ranarama. Return To Genesis. 
Road Wars, Seconds Out, Slarquake, 
Summer Olympiad. Test Drive. Thrust. 
Thundereats, Wizbatf. Xenon, and 
Zynapt. 

Wh i le one or t wo of t hese tit les ha ve 
been poorly received, most have t>een 
successful and one - Zynaps - hasn'i 
even been released for the ST yet. 

Portable ST 

A portable ST is a ho expected. Cur- 
rently known as STacey, the machine 
is said to have fewer chips than most 
- reducing production costs. And it 
may even have a trackball to replace 
the impractical mouse, 

A 3. 5- inch disk drive, is thought 
almost inevitable, so the machine is 
bound to be bigger than yet another 
Atari release - the IBM PC-compatible 
Pocket PC. 

Due for a January release at under 
£200, Ihe Walkm,iii-M/L\l FWke! PC 
uses 'smart cards' to store data. 

it has 512K RAM and 256K ROM - 
the ROM includes a spreadsheet com- 
patible with the best-selling Lotus 1-2- 
J, an address book and a word proces- 
sor. 



ST console? 

Details of the Super Pack, the ST port- 
able and the Pocket PC are straight 



from Atari's mouth- The super ST' 
seems probable loo, but there are 
unconfirmed rumours of yet another 
ST model. 

It will be an ST console for sale in 
the US at about £120: however. UK 
release is apparently unlikely. 
■ Earlier this year. Atari blamed the 
£100 increase in their ST price on the 
increasing cost of dynamic RAM 
chips, Now they're bringing it back 
down again, but Atari are only one of 
many US firms veering from the chip 
pan to the fire. 

Like a first -time player at Balance of 
Power. America may have sealed its 
own fate in the computer business 
with what seemed like a good idea ai 
the time. 

Anxious in 1986 about cheap 
Japanese 256K chips undercutting its 
own manufacturers, the US imposed 
a minimum price (about £1.50 per 
Jupi. 

So the lapanese, bored with the 
256k game, have started moving into 
iMbii chip production. 

Meanwhile, American micro firms 
are struggling with a shortage, receiv- 
ing only about 60% of the number of 
chips they need. 

The results: the land of the rising 
sun still holds the upper hand. And 
giant Japanese firms like Toshiba, 
Hitachi and NEC could soon start 
moving beyond portables to use their 
new I Mbit technology in their own 
micros. 

Can i think of a Japatu-se PC 1 You 
COUtd soon. 




STOS BASIC: Okay, so it im i 
the greatest name for a 'whole 
new gene ration of last, action- 
packed mega games'. Hut that's 
what they're l rill ng us SJ0S k 
all about - dubbed the game 
creator', il's anew BASIC -bated 
language f or (he ST. And ar jusc 
£29. 95 it offers full collision* 
detection for up to 15 sprues a i 
once | okay. so that sounds a bit 
technical too, but tins is prog- 
ramming, you know?!, music, 
sound FX and graphics 
capabilities, and change out of 
£30, Even if it 's only % 

ST0S is already being used by 
French softwa re hou se Ubl Soft 
-full details nc** munf. 

Fnar fnar: Or should that be 
cwr? Or rjawardmtan? Or even 
Real GO! it was, sfmtd 'tra tit of 
my Ram Electronics I did, get my 
drift, nahi little Pulsar she was. 
natty Saundtits Software, it was 
bluddyGrasdslm Enttrtainrntnis. 
I'm letting youft 

Sorry about that - the point 
[fnar fnar) of this one is to tell 
you. thai Sex Vixens hem Spaa a 
now available (ttudae\ as a 
graphic |wt«Jo ad sen urn- itb 
ekf) tor the Amiga and IBM PC 
compatibles \umpatihlt. $td- 
itr 5, i lim-h Free Spirit Soft- 
ware can give us a hard sector 
any lime' 

Sorely Tri-ing: Trilugk, high- 
tech manufacturers of The 
Expert Cartridge, has* lashed 
out in an eleventh-hour bid to 
stem the rising udc o1 
diches . er. of hypocrisy' by 
software houses. 

You sec, programmers like 
.h 'h n Twiddy i ikarr Wampn i u ve 
The Expen Cartridge's disasters 
bty leal ure to analyse programs 
while they're wnling them. But 
according to 1 1 : ; ■■. < irruin 
nameless software houses 
who use the cartridge have abo 
criticised ii, saying u encourages 
piracy \nate to new rtaden nice 
people dc not encourage piracy 1 ) , 

Nowisn'i ihas hypocritical' 
How low can you get? Don't 
those kind ol things |ust make 
you sick? 

It's i\ most as bad as d we were 
to abuse the sacred objectivity of 
thrsc oews pages lo promote our 
corporally- related software 
house Thalamus, for instance 
by pointing out ihai their new 
Commodore 64 release Hawkey* 
went Irom Number 20 to 
Number Four in the software 
charts within a week! 

Music, Meriiagf tiii jprrvl 
ously Aciivlsiom, please: Jusi 
out far the Amiga is The Musk 
Studio 2.0. an enhanced version 
of the original The Muttc Studio 
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from Mcdtagrnic I previously 
AttJviSioU - how long do we all 
have 10 rc> on saying [hat, eh? 
Like, are we really going to say 
Amstrad's headquarters in 
oreniwfMxt, Essex, formerly 
farmer Bill \ field ? j, The £24. W 

k^ijc allow, changes i>l key 
^nature, tempo and volume at 
any point in a piece, and merg- 
ing of songs, which sounds 
dangerous 

Great Steps For Mankind, 
Part I : Truly, it was a day to 
remember, wntes Our Special Giw- 
rrspcnderii Behind The Tr}epfr<me 
lines. For the first time ever. 
1.000 telexes have been trans* 
mined simulurieoijdv 
declared a dehghied spukev 
pieceof paper from Micro-link. 
Dumbstruck with awe. spet- 
taiors marvelled as Telecom 
Gold engineers passed the final 
frontier of 50 telexes, which 
until last month was the limit on 
each user's queue. The lucky 
sender o( 1,000 simultaneous 
telexes was job- finding agency 
Masterfind, and they alJ went 
home tired but happy. 

Live fast and ... . Md.rj is 
the latest film licence lor 
Mcdiagenic • hn nu-rl\ Mv. ■ ■ 
SK>n>. Lately Number Three at 
the US box office. I he action ad v - 
entire starring Bruce Willis 
\MimIighim$) will be out in 
1989 across at least five lurmats 
- presumably Commodore 64/ 
128, Spectrum, CPC, Anuga and 
ST, 

Mediagenic formerly Activi- 
sjon \ ha w had good deals from 
film producer 20ih Century Fox 
belore-in 1986 Aciivision (now 
Mediagemc) took on Aliens jfor- 
merry Ahtn\ and two years later 
they snapped up Predator. 

Art for Electronic Arts's 
sake: Electronic Arts (formerly 
Electronic Arts! are putsing 
more adventure into graphics 
with DcharPrinJ 1! (formerly 
DtiuxtPnnil lor the Amiga 4 for- 
merly £499 1 The £49.95 
enhanced version supports M- 
cutour images and colour print- 
ers, includes a graphics editor 
and comes with 9 disk of images. 

Great Steps For Mankind, 
Bart 2: IBM are building a com- 
f-uit'! in i a k ii I j if i he mass i'-f a 
proton (formerly not very 
much'), ft will have 576 proces- 
sors, which is 576 rimes as many 
as. say , a 48K Spectrum It will 
take six months to run its prog- 
ram. Which is six Eimesasfast as 
loading a 4SK Spectrum game. 

Live and let live: Usually, snft- 
Adri'huuM-Minn i ^pcjktot'JxH 
other except in court, But now 
Do mark and Elite are holding 
hands lor a licence ol the James 
Bond film Liie And Let Dit 
Do mark had i he licence first, but 
apparently they weren't happy 
with their game and asked to use 
part of an unrcleascd Elite 



'Millions' of 

Nintendos 

predicted 

There art about 4U.000 Nintendo con- 
sates in Britain and the same number 
of Sega systems, according to a senior 
figure at Nintendo. 

That may pale beside many million 
S im machines jrid at least I in uiX> 
Atari STs. But Michael Wensman, a 
director of Nintendo's UK lirm NESI, 
v-iul the console market is just coming 
innt itNmvn Soon we'll he seems not 

only tens of thousands Inn \ drrds 

of thousands, possibly even millions. ' 

Wensmans comment came as 
doubt surrounds the Nintendo's app- 
arent lack of success in Britain [jet OUT 
special new* feature, page 27). 

Bui he said I s>8# had nut been a bod 
year for Nintendo: We've done 




St&oping 

console is about to ionquer Britain. Feature, page 27. 



exactly what we wanted to. We have 
a b|g ad campaign lined up, 

'Nintendo have always dominated 



the market in Japan. North America 
and !inv\ f uropu' Flit' UK ts going to 
continue our domination.' 



It all ads up 
as hardware 
firms try TV 



Amstrad may join Ken Barlow and Atf 
Roberts on Coronation Street this 
autumn, as compute! firms get set for 
their biggest ever TV ad blitz, 

Hardware firms will lead the pack 
as they light for the lucrative prc- 
Christmas sales. Nintendo are plan- 
ning a £2.2 million campaign. Epson 
follow close behind with a C2 million 
push for their PC range, and Commo- 
dore is also believed to be sinking mil- 
linns into the box. 

Amstrad and Atari will also be slug- 
ging it out on the small screen. 
Though Amstrad are always unwilling 
io reveal exact plans, they are usually 
the biggest spenders of the lot, and will 
put £7.5 million into TV alone this 
year. 

Simon Bennett at their London ad 
agency Ray Morgan And Partners told 



TGM: 'We try to maximise coverage 
with a broad spectrum uf slots, from 
Channel 4 to ihe News At Tew and Coro- 
nation Street. 

At another ad firm handling 
Amstrad, Media Buying Services, Paul 
Roche said This IVeefc, World In 
Action and plenty of Channel 4 slots 
are on the shopping list. 



Mediagenic: 'the biggest' 

Atari is apparently rerunning its 1987 
ads. tutt will also receive an unes- 
pt-i ltd In him -horinhe I e.i Markeiinn 
Council!! Its Transputer-based Abaq 
MMi fiiiU' plavs a starring role in a km 
ad. 

Leaving that aside, smaller fry in the 
TV pool will include Mediagentc for- 
merly Activiston, who claim to be 
spending £100,000 on games soft- 
ware's largest ever TV campaign. 
Twenty-second ads for After Burner, 
SDI and R-Type will appear in Satur- 
day-morning shows on four ITV sta- 
tions: London Weekend Television, 
Central, Granada and TVS. 

Psion, manufacturers of the hand- 
held Organiser computer, are invest- 



ing £400,000 in a IO- second ad for the 
News At Ten and Channel 4 Wen* as well 
as regional FTV stations, 

■ Offscreen advertisers are laughing 
all the way to Christmas, too, as Bri- 
tain's annual spending spree 
approaches. 

Sir C live Sinclair's Cambridge Com- 
puter are planning In spend .ilmmr 
£200,000 on newspaper ads in The 
Independent. Hsewhcre in lhr 411.1I 
ities. Commodore are pushing their 
PCs in the Financial Time* and fkn!v 
Mail, 

And American software house 
Microsoft, creators ol the MS-DOS 
operating system for PCs, have 
appointed top ad agency Saatchi And 
Saalchi to handle their LI ^-million- 
a year worth of advertising 

The Saatchi brothers, superstars of 
the ad world, are best known for their 
Conservative Party campaign in the 
Seventies {slogan: 'La hour isn't work- 
ing ), 

Amstrad 's agency Ray Morgan And 
Partners now belongs to Saatchi And 
Saatchi, 100. 

■ Advertising Standards Authority Ttip$ 
Datel and games hjuse: see Hue news col- 
untns 



Another budgeteer 
goes full-price 



by Warren Lapworth 

Victorious budget house Alternative 
Software are marching into the full- 
price world - hot on the heels of their 
archrivals Code Masters. 

They've also launched yet another 
budget label. Summit. 

And the first title on their full-price 
kibe I Again Again will be a creepy 
comedy licence, TTrc MuriSttrs, based 
on the Fifties TV show (now on Chan- 
nel 4). 

Alternative's move into full-price 
comes after an apparently successful 
summer, during which the 18- 



mn nth -old software house sold more- 
games than any rival nearly every 
week, 

They claim that about I 1% of all 
games bought in the UK come from 
Alternative, 

'Natural' 

Alternative spokesman Michael Bax- 
ter maintained that the move was a 
natural progression for the firm in 
Pontefract. West Yorkshire, which is a 
su bsidiary of KfrK. the si dl ware distri- 
bution company. RfrR also owns a 
duplication firm. DeJacy DuphuHn. m 



Though the move comes just two 
months after Code Masters s assault 
on £9.99 games (exclusively reported 
in TGM0O9), Baxter calls thai 'sheer 
coincidence'. 

And Code Masters supremo Bru<c 
Everiss said he was unbothered by his 
rivals' plans, welcoming itu- u unpen 
lion. 

The Again Again label is apparently 
named in the supposedly popular 
style of music groups like Duran 
Duran and Wet Wet Wet The madcap 
adventures of Herman, Lily, Grandpa 
and the rest of America's weirdest 
family are to be recreated in its first 
game The Munsters, out across all 
major lorrnais in Novrnshei 

Meanwhile, Alternative's newish 
t2. 4 Jy budget label Summit h giving 
away a set of imperial (prcdetimal) in 
a competition. 

The task: to correctly give a Sum in 11 
game's value in old money {pounds, 
shillings and pence), The reason; 
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'Software albums' 
expected for SAM 



by Barn aby Page 

Twelve into one will go r according lo 
Mile* Gordun Technology ~ they're 
planning 'software albums' with as 
many as a dozen games to run on their 
new Spectrum -compatible micro. 

The albums may wiund like compi- 
lation^ but the big difference is thai 
llicy'il intitule ww jj-iim-v as udt 
golden oldi« r , according to the 
Swansea-based firm, 

The albums - disks with anything 
frum live to 12 Spectrum games - 
would sell at about El 5. And Milo- 
Gordon Technology (MGTi hope lo 
have 'a couple of tasters" oui by 
Christmas, well before the February 
launch of their Spectrum-compatible 
micro SAM- 

Games will probably be included 



with SAM, too, MGT's cofounder 
Alan Miles told TGM, 



SAM on course 

SAM will run Spec! rum Nciflware Imic 
have 25AK of RAM - twice (he Spec- 
trum's - plus a built-in networking 
system, 

MGT have now obtained lirm 
Financial backing lor SAM - 'the 
bank's confirmed I ha I they re ready 
logo/ Miles tuld TGM - and ihe firsi 
prototypes should be through m 
December. 

The public unveiling or SAM will be 
at either a December ZX Micrnfair or 
an amateur radio show in Blackpool 
the following month. So many radio 
amateurs use the Spectrum and our 
products.' Miles said. |MGT also pro- 



duce the Plus D and Disciple add-ons 
for the Spectrum,) 

SAM will then ^o on mail-order sale 
next February- 
Miles hopes the networking capa- 
bility (first reported in TGM010) will 
make multiuser games a reality for 
1989. 

MGT also expect SAM to 
materialise in classrooms. 'With a net- 
work built in from the beginning we 
offer a product schools can buy in 
quantity.' said Miles. 'They haven't 
got to go lo buy Ethernet [a widely* 
used networking system J.' 

'Album' hopes 

As for the software albums, Miles 
compared them wiih music. 'Instead 
of pulling out singles, you put out an 
album. The record indusiry went 
i In. .ugh a very dramatic change in ihe 
Sixties when that technology became 
available/ 

Miles said that it would be impor- 
i.iiii to have one or two possible besl 
sellers' on ihe albums. But minor 
games would get a look-in too: 
There'd be more software out I hat 
perhaps wouldn't otherwise be 
released 



Sugar plan dished by rival 



by Robin Hogg 

while the satellite battle for ihe air- 
waves continues. Amsirad bos* Alan 
Sugar is facing ihe threat of a cheap 
dish rivalling his own Fidelity prod- 
uct. 

Dubbed the Squanal. British Satel- 
lite Broadcasting's receiver is less than 
half the size of Sugar's dish but will be 
only aboui £2 50, compared with 
£228.85 < including VATi lor ihe Fidel- 
it y. Small dishes are regarded as better 
simply because they're more conve- 
nient. 

A British Satellite Broadcasting 
(ft$8) spokesman told TGM: 'The 
small Size of the receiver, compared 
with ihe Amstrad dish, makes D1V 
installation by the customer a serious 
consideration.' There will be an instal- 
lation charge for the Fidelity 

lis size also makes it a less obtrusive 
dish than most others.' he said, with 

Summit's name was taken from a card 
game invented by Alternative boss 
Roger Hutley's father. Frederick, 
popular in ihe Thirties and based on 
the monetary system. 

Entries should be sent to Summit 
Software, c/o Solution PR. 2 Wef- 
lingtoma Court, Varndean Drive, 
Brighton BN) 6 TP, 

■ Alternative clashed with Code 
Masters Ihis summer, over an ad the 
latter published in Computet Trads 
Weekly wiih the headline 'Avoid 
Inferior Alternatives'. 

Shortly afterwards, Code Masters 
published an apology in the same 
piper, at Alternative's request. 

Bui. says Code Masters's Everiss, '1 
would say we didn i have to apologise 
— nobody can slop us using the English 
language,' 

He added, however: There was an 
element of tongue-in-cheek in the 
original headline.' 



the result thai it will blend in and 
prove low-key in appearance. ' 

A prototype has already been buili, 
but BSB are still seeking a manufac 
Hirer mi \: n-i'i .ippe.n n ! b<' slmf's 
until mid- 1989. By then, the BSB 
satellite will be ready lo transmit prog- 
rammes. 

BSB will then sell a package con- 
taining the dish, receiver box/ 
decoder, and remote control with 
stereo sound, 



Low charges 

BSB will offer three channels: Galaxy 
for family entertainment, a current 
affairs/news/ live events channel 
called Now, and the apparently 
obligatory Him service. The Movie 
Channel, 

Viewing charges will be low - 
indeed, the Galaxy channel wilt be 
free. Now will also be free most of the 
time, though major events and special 
live transmissions will be charged for 
<ma pay as >ou watch principle. 



The Movie Channel will show older 
films during the daytime, with the 
evening peak-lime hours devoted to 
new releases. Jt ivill have about 25 
films a month, repeals included. Sub- 
scriptions for The Movie Channel will 
likely be around £10 per mom h. 

Analysis 

In t he two - ho rse sat el lite TV race , BSB 
suffered a slow start when Murdoch 
and Amstrad announced their 
partnership. 

Despite this setback, BSB have 
moved ahead - and now offer a tech- 
nically superior dish, with better pic- 
ture quality, at effectively ihe same 
price as their rivals' Fidelity unit. 

Yet latest figures from the Joint 
Industry Committee For Cable Audi- 
ence Research show lhal Murdoch's 
Sky already reaches more UK homes 
than any olher satellite or cable chan- 
nel - 264,603 of I hem. And the Fidel- 
ity dish isn't even out yel — so the 
Sugar/ Murdoch team may be a lap 
ahead, 



Rev&iutionary '. BSB Chief huruinv Anthony Simcnds- Gooding with (he Squariat. 
This dish breaks away from the norm - it 's diamond-shaped, and flat. At 25cm diameter 
and 2cm thickness, it's less than half the size of the Amstrad Fidelity 60cm dish but wilt 
costhttle, if any, more. 




speedboat game as well Look for 
il on the shelves belotc Chrw- 
mavbut doni expect it lo hap- 
pen a ga i ii 

Meanwhile, rivals Tdccom- 
soll, Mirrorsofi and frygnosis 
arc ruining forces tor a three- 
game. £iQ. 16-bit. fvo- timing 
three-piece -•■■;:< ■><•<- ,i .. 
compilation. 

featuring Barbanan. Star 
Glider arid Defender Of VttCnwn. 
ii s apparency just the first of 
many joint ventures from the 
three houses They tall them- 
selves Triad . 4 We all ined calling 
ourselves Triad down ifve pub 
but everyone laughed II snot 
fair i 

Wool ies jumper: u..r.KviKifis 
have spru ng (un her i nto ihe 
software world wiihthr 
announcement thai they'll carry 
ga mes 1 1 1 700 si . ires thisauc u mo 
(Currently only some 200 sell 
software \ Budget and full-pnce. 
8-bit and 16-bit will apparently 
join the sweeis and serewdrlv- 
ers a* Woolies aim for more lhan 
ihetr current \% or 4% ihare ol 
the markel. always profitable 
around Christmas 

li s a rich man's world: And 

the really rich people are 
shareholders in Commodore 
and Masiertronk- In the last 
financial year ending June 10 
I9W. Commodore made 
profits ol about L\2 million, 
while Mast crt runic netied a tidy 
£1.124.000 (maybe dial's why 
ihn tall lUfin budget gamesl 

Elite pulled in £12 LOCO: 
Gremlin Graphics got to grips 
with £210,000; and £117.000 
struck back ji Hinturk 

On the dow n side. US Cold 
tell the gold m them thai hills 
wii h a profit of only £40 1.000 on 
a turnover ol £7,167,000 For 
readers without a calculator 
window, that 's a turnover-to- 
profit ratio of 18:1. worve i han 
all the other companies men- 
lioned in l his item. 

Legal, di-t erit, boneu and 
truthful: Ti3i ;hc wa\ u is 
with this item. 

The Advertising Slandardi 
Auihorily (ASA), an rmelleni 
and by all appearances extraor- 
dinarily impanial body. has 
recently cri licised two com pu lei 
firms Bui lhal makes a iftange 
Erom i fie bad old days (a year 
ago) when computers ranked 
third (aher holidays and cars) m 
the ASA * judgements. 

The two recently in i rouble 
are Dal el tied ronio and Mar- 
icch , Datel ran an ad say trig their 
MIDI 64 Interlace For ihe Com- 
modore 64 was compatible with 
Jorelh software; it wasn't, Mar- 
lech advertised Nigel ManseH't 
Grand Prix beloir 1 1 was a variable 
without pointing that out - 
which seems lo be one u\ tht 
ASA's persistent dislikes. 

Also weighed and lound 
wanting in the last year have 
been Argus Prey. Sell ware mow 



NEWS 



Grandslacn Entertainments f. 
Telccomsoft's Rainbird, and- 
rr peatedty - Amstrad 

The ASA momHiT ads In see if 
they infringe itsendenf fair prac- 
tice, and also invite complaints 
from the public {they're at Brock 
Heme. 2- 16 Tomrtiftpn fifacr, Lon- 
don WCIM Though i hey 
have no legal power, the bad 
publicity sunou ndirtg an ASA 
judgement usually drtcrs adver- 
tiscrs fniii .-lir ik jin& again. 

Budget bit*; Telecomsnli s SU- 
verbird label will offer len Mir- 
ujrvnli. Paljie Soh ware and 
DipiaJ Iniegraiion games for 8- 
bits at £1 .99 each, rules include 
.M/jflffr«Jt, .InftrT&f and Mjpto 
Gvnntr . . . 

Ot ean a n d Mediae enlc I eu > 
are putting together ST and PC 
compilations at jinl under 
each 

The Ocean ST-quinttl com- 
prises Wizbal), Barbarian, Crazy 
Cars, Rampagt and Etiduw Roar 
1 1 he last iwo ironically from 
Aciivisiun, which as you may 
know f| now Mediageruc , . , \. 

Mediagenic'i PC pack features 
three lnlocom adventures: lark 
I UmlurGaMtsutOfFltotottnd 
Huthkikrr's Guide Tc The Galaxy. 

Real people buy PCs. honest 
they do! Thai s honesty in a 
market -research sense, you 
underswtnt French firm Inst-lh 
gent Eledronjc5 ilhere are 
sume7j say the number of pri- 
vate individuals buying PCs 
soared by 164% in 1987. Thai 
may explain the recent growth 
of PC games - and may itself be 
explained by the crowds of PC- 
compatibles in every shop win- 
dow. each cheaper than the 
next. 

However, Britain s PC-man- 
iac position actually slipped - 
Irom being biggest buyer i n 1 986 
this brave island is now third in 
the Eurochan. 

Amslrad 4 you knew we'd get 
'em in!) sold 10.6% of ail PC- 
compatibles in Europe, ie 
500.000 machines. Son of mov- 
ing, isn't n 1 

DATELINE 

September 16-18 public days, 
Personal Computer Show 

Earls Court, London 

November 7- 10 The Internat- 
ional Robot Show Sydney. 
Australia 

November 8- 1 0 Mat User BS - 
the second exhibition for 
Apple Macintosh computer 
products Business Design 
Centre. Islington. London 

November 12 Alternative 
Micro Show - Tatung Eins- 
tein, Jupiter Ace, Oric Dra- 
gon, Memotech, Enterprise 

Aston Villa Sports and Leisure 
Centre. Birmingham. Tickets 
from EMSOFT, 80 Dales Road, 
Ipswich. Suffolk [PMJR. 



Amstrad find 
rumour at the top 
for new PC 



by Barrwby Pa<ic 

Arrislrad's Ifr-hil panics machine, the 
Sinclair Professnm.il PC will be sold 
with a monitor when it's launched in 
mid-September. 

At least, that's the latest rumour - 
doubt now surrounds the den Ms n 
the new machine, whose existence 

i p ■ \ . 1 1 j si vel v re vea led i n TG M 009 . 

Some reports say thai Amstrad will 
he offering a monitor as part of ihe 
! |. i, I- (the figure im. hides 
VATi, contradicting earlier beliefs that 
it would be impossible al that price. 

The Sinclair Professional PC is said 
In have only four colours, and a cheap 
CGA 1 Colour Graphics Adapter} 
rather than the more powerful EGA 
{Enhanced Graphics Adapter). 

Running MS-DOS games like PCs, 
the Sinclair Professional PC is believed 
in he based on Arnsi rail's PC 15 12 
.11 ul u>ni|i/nifiU- pA-ith i he PC 1 640. 

More rumours 

Another rumour has it that the 
Sinclair Professional PC will only he 
sold through the Comet chain. 

The move is regarded as unlikely 
because Amstrad sells so many com* 
puters through Dixons. But when 
TGM contacted Dixons < munIi 
executive Mike Loi/.ou . he could not 
confirm they'd be taking it. 

A decision on any new machine 
would likely be taken around the mid- 
Septembcr launch date, he said. 

Quality would play a part in any 
decision on whether to stock another 
computer alongside Pixonss IBM. 
Sanyo, Sharp and Amstrad PC -com- 
patibles, he added. 

'It all depends on what kind of 
money's Ihrown al it, what's done 
behind it. You can't jost put crap on 
the shelve and expect it to sell. ' 

Comet's compulci boss Hill Jack 
firmly declined to comment on the 
report, and other Comet officials were 
unavailable al TGM's press lime. 

Rumour analysed 

However, Tandy marketing manager 
Richard Rosser said his chain had no I 
been .given the chance to slock the 
Sinclair Professional PC - though 
'anyone and their uncle can normally 
stock Amstrad'. 

Tandy carry the Spectrum +2. They 
also used to sell Amstrad's PC 1512 
and the PC 1640, and none of their 
own machines would directly rival 
Amstrad 's- the cheapest PC manufac- 
tured by Tandy costs £626.75 includ- 
ing VAT. 

r.mdy's experience, then, suggests 
that Amstrad have indeed not hawked 



the new games machine around alt 
the major chains. 

But a Comet' only deal would he 
'odd', Rossersaid, 'because people are 
not buying computers from there'. 

And the chain usually associated 
with Amstrad is Dixons - indeed, il is 
believed that as much as 25% of 
Dixons's income is from sales of 
Airisit.nl business iii,n hines. 



Rumour no threat 

Like rnosl of Amstrad s major rivals. 
Tandy's Rosser seems undisturbed by 
I he prospect of the Sinclair Profes- 
sional PC, 

'Will it sell volumes? he asked 
rhetorically. 'No. For an extra 
hundred pounds, wouldn't people- 
buy a usable computer rather than 
just a games machine?' 

However, he added that in lighi <>\ 
Amstrad s pasl successes, they will 
pose a Ihreal to anyone, whatever 
market they go in'. 

And TGM asked Bob Garrett, mar- 
keting manager in charge of micros al 



British Olivetti, whether he thought 
the Sinclair Professional PC would 
challenge Olivetti's Prodest PCL 

His response: 'In the home market, 
nol ai all.' 

The Prodest machine is one of the 
cheapest PC-compatibles around at 
£458.85 incloding VAT, single disk 
drive and mnniinr, Amstrad boss Alan 
Sugar memorably described it as a 
pregnant calculator' and said 'we're 
Hot rig to kill il 

Rumour soon over 

Potential buyers lost m this jungh- ol 
speculation should soon know 
whether to beat a path through to 
their local Comet. And anyone read- 
ing this at the PC Show could be first 
to find out, 

As we wen l to press. Amstrad were 
apparently planning iu unveil the 
machine, along with a host of new 
business PCs. just before the show 
starts. Mind you. that's only a 
n nu 




Obligatory Alan Sugar picture: rival PC firms don't h 
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One two three. One free too. 




With Boots computer games you just cant lose. Buy any three from September 
5th 10 November Nth and you get another one free. Just ask a sales assistant for 
the special Collect Card* and we'll stamp it every time you buy a game from our 
large selection of titles. With three stamps on your card, all you have to do is 
return to a Boots store. And then well give the game away. 



A better buy at mhk 



"COiLECT CARD ONLY AVAILABLE UNTIL 22r\rt OCTOBER 19flfi ALL TITLES MUST COST E 95 OR MORE ANO BE FOR THE SAME COMPUTE R 
THE FREE OTTER DOES NOT APPLY TO COMPILATIONS SUBJECT Tp AVAILABILITY IN LARGER STORES ONLV 




PREVIEWS 



To 

Computer 




Essentials to seethe best of Europe: One computer, joystick 
and this indispensable tough-talking guide to future 
shocks from a community of continental countries. TGM 
Is open for business . . . 




Don't take It 
Lyon down . . . 

INF0GRAME5 

Interesting Infogrames fact un: 
Although being a French cartoon 
licence , Bobo - Stir Crazy sold 
better in the UK - where bon Bobo 
ts unknown -than in his homeland 
where 1 1 est tres popiilaire. 

' It just goes to show that British 
and French tasle in software is dif- 
ferent . ' says Pauline Garsden 
of Infogrames UK. Cherchez les 
differences! 

Infogrames UK don't release 




Bverytftingifte French parent com- 
pany, based in Lyon, release sun- 
ply because tastes do differ on 






— 1_ 
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&enti Agent OottA round the sfde Gftfra Embassy 



either side of the channel. Paris- 
based ERE International, one of 
Intogrames's labels, are the most 
popular with the UK'sgamesplay- 
ing public through titles such as 
Get Dexter, and more recently the 
excellent Captain Blood* which 
did very well over here in Le 
Royauma Uni. 

Another Infogrames Eabel is 
Cobrasoft Although mainly spec- 
ialists in the adventure market, 
t hey produced Action Service pre- 
viewed here. 

HOSTAGES 

Infogrames 

Europe may be open toi busi- 
ness m 1 992. but are we Brits 
laying ourselves open to infiltra- 
tion by European terrorist 
forces? How welJ could you 
cope? Well, the latest import 
from the French side of Infog- 
rames gives you the chance to 



prove yourself 

The game is Hostages, a 
strategic arcade simulation 
which, say Infogrames, has a 
revolutionary concept and has 
frightemngly real effects. 

The scene is set early on a Sun- 
day morning in Paris where four 
hostages are held in an Em hussy 
by a bunch of terrorists. Taking 
the role of Captain Cavendish 
(tr^s Francais. n'est-ce-pas!?}, 
you're in command of a team of 
six, three crack marksmen and 
three climbing experts. 

First line of action is to place 
three men at strategic points 
around the embassy. These act 
as cover for the climbers 
descending the walls to break 
though a window 

Inside the four- storey 
embassy, the rooms are dis- 
played in 3-D (-ish). An on- 
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screen map displays the floor 
layout, and where terrorists and 
hostages are found 

Jnf ogrames claim this is the 
first game where six characters 
can be controlled simultane- 
ously by one player Hostages 
certainly looks intriguing in the 
preview version TGM has seen, 
and we'll crack the case in the 
full ST review next month. 
Amiga and PC versions will fol- 
low just A i'heure. 



mines, barbed wire, walla, tun- 
nels ... in fact every kind of 
awkward object and danger you 
would expect to find. 

After a run through the game, 
you can replay the action and 
examine where you went wrong 
and make plans for future 
improvement. Included with the 
game is an editor, which allows 
you do design courses as easy or 
as tough as you want. In the 
shops for £19.95 in September 




. « , provide cover tor Tango am he breaks through art Embassy window 



ACTION SERVICE 

Cobrasoft 
Take your Atari ST into comb a i 
training in this game released 
through Infogrames UK. 

In principle an advanced 
assault course. Action Force has 
a few novel features, Most app- 
arent feature is the division of 
the screen into eight sections. 
These represent the monitor 
screens from where the prog- 
ress of trainee soldiers over the 
assault course is viewed. Per- 
sonally. TGM reckons that the 
eight way division is to make the 
horizontal scroll routine work 
better. 

The course has several levels 
of difficulty - on our specially 
arranged preview version there 
were four - ranging from rea son- 
able to well ' ard . There are traps , 



PSYCHOSIS/ 
INFOMEDIA 

Also based in France, Irrforrvedia 
js a software development house. 
Their first game to be released in 
the UK is coming through our very 
own Pay gnosis, Called Exptora in 
la belle France, it was released by 
16/32 Diffusion and shot straight 
to the top of the charts. 

CHR0NO-QUEST 

Psygnosis/lnfo media 

The standard of 16-bit adven- 
tures is ever increasing, espe- 
cially their graphical content, 
and Infomedia'g Chrono-guest, 
(Explore in France), is reckoned 
to be one of the best. 

Contained on four disks for the 
ST {three on the Amiga), 
Chrorto -guest is completely 





MENACE Psygnosis 

While we're on the subject ot Psygnosis, you're going to need ioadaafi- 
repo hot to defeat this alien atrip in Menace (Amiga screen) - the mvft Id-bit 
blaster written by David Jones, with graphics by Tony Smith. It's to be 
released on the new labor of Psyctepse Menace shoutd be In the strops 
now, and Psygnosis promised us a review copy this month, but due to 
'overwhelming production schedules' it didn't arrive. Hoxt month |f*n the 
Atari ST and Amiga €19.99} maybe? 



icon-driven. The quest begins in 
1920 in you i father's chateau 
There lies his latest invention - 
a time machine, 

Unfortunately, papa has been 
murdered, and you are the prime 
suspect. However, your suspi- 
cions are aroused by the disap- 
pearance of a servant, Richard, 
who has transported himself 
into the future. 

The ultimate objective is to 
collect the fragments of magne- 
tic card, lost in time, to activate 
the time machine and take it into 



the future. But you start in a dark 
room without knowledge of a 
light switch, let alone where in 
the huge chateau tin- ami- 
machine is, 

Discover more m September 
when Chiono-quest goes on 
release for the Atari ST and 
Amiga priced £29 95 (which may 
sound a lot, but works out to 
£7 49 per disk which seems jolly 
reasonable when you've got 
Psygnosis s excellent packaging 
to complement it}. 




Part at the asssutt course of Action Service. The two guys above shout instruc- 
tions, while at the bottom of the screen is the video and replay equipment 



FIL 



Not so long ago, American and 
British software dominated the 
European scene, but on the Conti- 
nent the advent of 1 B-brt machines 
has promoted a Hurry of games 
writing activity. For Some while, 
one of the largest of French soft- 
ware distribution companies has 
been Paris-based FIL (France 
Image Logiciel). Time for a change, 
FIL is now intent on seeing its first 
owned arcade action label. Rebel, 
become established as the 
biggest m Europe (see also Con- 
versions: Coin-op on page 34). 
And they haven't been hanging 
around either . . . 



Th& staircase tn Wmnamln the 
chateau wtaervChrono-Quwrt is set 

VARIOUS TITLES 

^1 iftbiHll 

Hit this lot 1 Already signed are 
Gemini Wings (Tecmo), Shinobi 
(Sega) , Ninja Warriors (Taito), 
Tune Soldiers (SMX). Continen- 
tal Circus (Taito) . Silkworm 
(Tecmo). Kid Ntia - The Radical 
Ninja (Irem) and Paddie Mania 
(Irem). 

FIL' s Rebel makes its UK 
debut in January 19119. Previews 
of the conversions in the months 
to come, meanwhile here are 
some ot the arcade shots . . . 
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PREVIEWS 



Biased with the powers of 
transmutation between human 
and cat form. Mafdet is search- 
ing the lands of Egypt - and later 
the underworld - to locate the 
powerful Book Of The Dead. As 
they say at the start of so many 
films, Mafdet is based on a true 
story an authentic Egyptian 
legend Software Horizons claim 
it features action, puzzles and 
stick gameplay. 




Luxor is the guy in the orange 
space-surt . , , aliens are the ones 
about to die - ST screen 



was* 



1 01 Dalmatians came to play 

Software Horizons/Paradox Software 



New company Software Horizons 
has. just set up offices in London. 
Their official launch is at the PC 
Show (Stand 2545, rf you're read- 
ing this at the show). 

The European link is Paradox 
Software, a Yugoslavian develop- 
ment team, who have written Soft- 
ware Horizon's three launch 
games for 1 6-bit machines. The 
good news is that all Software 
Horizons 16-bit product will retail 
for £14.95. 

To their credit, Paradox couJd 
almost claim to have written the 
very first 1 6-bit product: Caverns 
for the Sinclair QL. programmed 
oy Janko Marsic-Flogel who still 
works there. 

VETERAN 

Software Horizons 

You're a crack commando {how 
come Commandos are always 
cracked?) in the middle of a 
three-part mission to shoot your 
way through enemy stron- 
gholds, Viewed and played in a 



similar fashion to Tairo's Opera- 
tion Wolf, it contains not only a 
host of quality graphics but 
digitised sound FX too 
{boooom ! .) . 

IWBM 
Software Horizons 

Three planets are invaded by 
swarms of aliens Armed with 
trusty jet-pack and laser cannon, 
you play heroic Luxor, as you 
battle through the infested 
worlds in Soldier Of Light- style. 
The uHimate aim? Why. to 
rescue a fair princess from 
inevitable distress {some things 
never change). 

MAFDET 

Software Horizon* 

Had enough of heroic doings 
with commandos and laser bat- 
tles in space ? Then check ou t the 
opportunity to become Mafdet, 
the Eygptian Cat goddess. Only 
TQM can offer you such ohn cure 
fun. 



First Veteran step - enemy base camp and opposition in force - ST screen 




Out on the piste 

LINEL 

Based in Arbon, Switzerland, near 
beautiful Lake Constance, and 
under the watchful eye of boss 
Mark Grimmer, a group of 25 
programmers, artists, musicians 
and designers make up the Linel 
team. Currently working on around 
20 products for the coming year. 
Mark has built up what he sees as 
the best 1 6-bit talent in Europe, 
Linel have already produced 
Insanity Fight, published over here 
through Microdeal. But those 
watchful eyes have sussed Britain 
out, and Linel will be dealing direct 
in future. They, too, are at the PC 
Show (now!), so look up the stand, 

CROWN 

Linel 

An ambitious project indeed 
Linel have created a new kind of 
strategic simulation. Linel say 
Crown (for the ST) is the first 
strategy game to provide 
players with a detailed graphic 
landscape spread over 16 
screens, utilising 56 colours on 
screen. Crown is very flexible 
You can conquer cities, rule 
lands and fight off invading 
armies, Feeling aggressive? You 
can also invade other territories 
or even get pushy and establish 
trade routes. Alternatively a life 
of crime can be pursued, looting 
and raiding caravans as they 
cross the landscape- though be 
prepared to pay the penalties, 

Whereas most strategy games 
rely on knowledge of battles and 
past strategy play, Crown is 
user-friendly through its menu 
system for decision-making - 
and the decorative graphics 
make it more of a natural game 



to play. We'll look at the ST and 
Amiga versions soon, and the PC 
version when it has been fully 
developed, 

SOLARIA 

Graphics play a large part in 
Linel's imminent arcade game 
Solaria. Based on a Mayan 
legend (another true story'), the 
game is an ancient Aztec sport 
where two opponents man- 
oeuvre floatmg spheres past 
each other until all the spheres 
have landed behind one. 
Acrobatic leaps are the key to 
success and so energy has to be 
husbanded carefully to maintain 
control of the spheres and the 
attack. Qui in the autumn for ST 
and Amiga. 




That ofd bsii game catted Sotana 
-Amiga screen 

DRAGONSLAYER 

Uml 

Jealous of the PC Engine's 
huge sprites? Fret no longer as 
Linel's arcade adventure 
Dragonsiayer (say it fast and 
think what other title it reminds 
you of) should put things right 
for ST and Amiga owners 

Dragonslayer features 50 
huge half- screen sprites - and 
on the Amiga the graphics are 
displayed with 80 colours on 
screen. 'Offering Amiga owners 
a demonstration of the real 
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Drw of tfw GflsfJ* rooms, irth&brtad 
by unknown facts, toads the way 

the Dragon's domain in 
Dragorts lay*r - Amrya Screen 

power of their machines. ' say 
Uriel. 

The story tells of a wicked dra- 
gon who terrorises a remote vil- 
lage - each year the villagers 
have to sacrifice a virgin to the 
beast in order to protect them- 
selves. The only way to stop the 
dragon' s reign is fo f one parti cu - 
larly brave adventurer to locate 
the shattered segments of a 
medallion, access the dragon's 
lair and wipe it out. 

Graphically, Dzagonslayorv& 
tremendous, and there are hun- 
dreds cf locations in villages, 
forest and the castle (which 
itseli has 300 rooms!). 



THE CHAMP 

Line} 

Endorsed by the World Boxing 
Council. Line! reckon their box- 
ing simulation The Champ is the 
best ever created, 

It follows the progress of a 
novice boxer from a street- 
fighter trying to hit the big time 
aa WBC Champion of the World. 

The boxing tournaments all 
comply with Queensbury rules, 
and there's a referee to make 
aura fair play is followed - 
though you can knock him out, 
you risk being banned. 

For one or two players The 
Champ also features huge 
sprites and uses 1,500 frames of 
animation. 1 1 offensive and 
defensive moves and a couple ot 
illegal manoeuvres. Available 
for the Amiga before Christmas 
with ST and Commodore 64/1 28 
versions to follow. 



Ths Champ goes in tor some 
training before a match - Amiga 
screen 




On the Costa del soft 

TOPOSOFT 

Apart from Dinamic. Toposoftare 

the only Spanish programming 
company to have broken into the 
UK before. There were some early 
Spectrum games released 
through various British software 
houses here, and the last trite was 



Survrvovs, through US Gold. It was 
a graphically excellent arcade 
adventure. Now the Madrid- baaed 
company have just completed the 
Mad Mix Game, which US Gold 
are publishing as the first part ot 
their promotional tie-up with Pepsi 
Cola. 

MAD MIX GAMS 

US Gold/Toposott 
Twelve levels of a maze game 
starring Mad, a yellow, munch- 
ing creature, who loves scoffing 
blue f jowei pills screen after 
screen. Ghostly adversaries are 
out to prevent him doing so - but 
changing into a hippo or devil 
allows Mad to munch them too. 

Sounds familiar? Well, yes , - , 
it is similar to Pac-Man and the 
millions of clones since . Mad Mix 
Game is the first Of the Pepsi 
Challenges running on several 
US Gold games. Inside the pack- 
aging is a high-score set by US 
Gold, if you beat it you are 
automatically entered into a free 
prise draw. 

The Ma d Mix Game should be 




Pot of gold at 
the end . . ■ 

RAINBOW ARTS 

Germany supports several com- 
puter magazines - best-known H 
perhaps, is Happy Computer- but 
home-grown games haven't yet 





Tulips are better 
than one . . . 



BOYS WITHOUT 
BRAINS 

The Tough Guides entry for the 
Netherlands is admittedly a touch 



penetrated to the extent that 
French have. Nevertheless, 
through 001. Rainbow Arts have 
already made an impact in the UK, 
Their latest, released through GO! , 
but under the Rainbow Arts label, 
is almost ready. 

JOAN OF ARK 

Rainbow Arts 

Watch out for a bigger preview 
next month of Rainbow Art's 
epic arcade adventure quest, 
Joan Of Ark The Dusaledorf- 
based company have already 
given us Great Gwna Sisters, but 
Joan Of Ark is totally different m 
style although it boasts the 
same polished gameplay . Tak- 
ing the form of a film (somewhat 
like Defender Of The Crown el 
al), the game is lor 16- bit first, 
with a Commodore €4/128 ver- 
sion expected Stay tuned 

thin, but things, our correspondent 
assures us K are hotting up. Mean- 
while, that madcap Thalamus 
mob. The Boys Without Brains, are 
hard at work on their follow-up to 
Hawkeye. 

BAMBOO 
Thalamus 

Crazy Dutch programmers, The 
Boys Without Brains — creators 
of Hawkeye <TGM 009 80%} - 
are delving into then Commo- 
dore's insides to find a game 
with the (tongue-in-cheek?) title 
of Bamboo, 

Although little is known at 
present, it's a massive shoot - 
'em-up with a nifty eight- way 
directional scrolling routine. 
Plans are afoot for a Christmas 
release if the dykes hold, and 
we'll bring you the full preview 
very shortly , 




Mad, bad and dangerous to know . . 
Oarne - Atnatra d scraan 

on sale by the time you read this 
on the Commodore 64/128, 
Spectrum and Amstrad CPC at 



e&peciatty for tha ghosts m Mad Mii 



£7.99 cassette and Ell 99 on 
disk, with an ST version to fol- 
low Reviews next issue , . . 
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Best of British for September . . 



ALL SORTS 

Island of roast beef, Yorkshire 
pudding and French mustard, cold 
custard and Swiss Roll, Britain 
needs no introduction to regular 
TGM reader - after all, loads of us 
have to live and shiver here. So. on 
with the entries . . 

mm 

Electronic Arts 
When you've got an Amiga 
shoot- 'em-up, there are a few 
simple guidelines to follow. 
One: designate an alien planet 
where the action takes place. 
Two: include crazy names for 
enemies such as, niuo mice, 
rotating plasma spheres, UHOs 
and ergonomic emptors. Three: 
Include crazy names for the 
player 's ship defence systems. 



Electro Shields with multi- 
mega- bullets. Four: include a 
'totally innovative feature' 
an information panel with an 
encoded base-ten alien numeric 
scoring system. Five: call the 
game something powerful: 
. . , like Fusion. 

Anyone can do itf Basically. 
Fusion is a graphical shoot- 'em* 
up written by Bullfrog 
Production! to be published by 
Electronic Arts m October. 



Watch out forthem ergonomic ervptors - deadly foes in Fusion -Amtgj screen 



ELfTE IW THE SKY 

The uftrmmte se+ce trading game Etoto rxta tto $T or* September 29 After 
mud* anti c ipation, the ftar mM er o co n w nrtn i* fm more coiournjf men eny 
u 4het v e nkxiB of J F frwteifs epic H e rib w next month. 




REX 

Martech 
They say they have a game 
which takes over from whe re the 
last great original Spectrum 
games left off. Martech mean 
theii latest product. Rex, foi the 
Spectrum, has wild amounts of 
play ability and graphics to make 
you gasp (just like the old days) . 

And yes, on the graphics front , 
we have to agree - screens of 
colourful, animated characters 
and backdrops make Rex a 



delight to view However, we 
haven't played it yet. 

Rex a piggy- eyed mercenary 
who enters Zenith to do away 
with capitalistic, uncaring, 
atmosphere-polluting humans 
who have built their fortunes 
around the Great Tower. To 
crush the system Hex explores 
the underground system, 
destroys the miriad subterra- 
nean creatures, and locates the 
entrance. 

Once inside set the charges 
and watch the whole tower 
Crumble. Released sometime in 
November. Rex will cost you 
£8.99 on cassette. £14.99 on + 
diskette. 




PAC-MANfA 

GrandSfam 
He's mad, he's bad. he's cute 
and yellow, Following the suc- 
cessful Commodore 64/129 con- 
version of PaC'L&nd, Pac's back 
again This time our yellow 
chum stars in the Namcoconwi 
slon in glorious 3-D - and he's 
blessed with the ability to 
bounce over Clyde and the rest 
of the ghostly group, now joined 
with by the girls Sue and Flunky. 
Pac-Mania is basically the 




P - y • I J I * 



Pac-Mania, sort of Pac- Man '88 

same old Pac-Man game with 
Up-to-date graphics and anima- 
tion. Players of the coin-op know 
its serious addiction. Watch out 
for this one on all major formats, 



oimrno 

Flratrtrtf 
Yeah, he sounds the type of guy 
who wears the obligatory scar 
on the left cheek and is so hard 
he eats FOUR Shredded Wheats 
for breakfast. In fact, he's so 
hard he probably doesn't eat 
breakfast at all. 

Which is just as well as in this 
8-bit October release from Fire- 
bird. Mr Hero enters a poten- 
tially suicidal mission re<ruiring 
stealth and cunning Gl and his 
pooch. Killer, are dropped by 



parachute into enemy temtory 
Unfortunately Killer has gone 
AWOL, leaving Gl alone 

To retneve your deputy dawg 
you 11 have to break through the 
enemy camp and search it 
before setting off to achieve your 
ultimate objective of locating 
secret papers and returning to 
HQ. 

A game with guts, we're told , 
find out when Gl Hero is 
released for Spectrum, Commo- 
dore 64/128 and Amstrad CPC 
On October 1 9. 




In the underground turwtfts, Gi Hero finds Krtier - Spectrum screen 
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If you weren't selected for the Seoul Olympics, no 
need to feel out of the running. 

Because everything you need to compete in all the 
events is right here with the Commodore 64 Olympic 
Challenge pack. And at only £149.99, your gold medal's 
practically in the bag. 

Here's the C64 Olympic line-up . . . 

* C64 Computer, the latest version of the world's 
best-selling computer. 

* Cassette unit, for simple loading of programs. 

* Joystick to put you in complete control of screen 
action. 

* Plus al I the excitement of 10 great sporting ga mes. 

On day one, you can use all your skills and reflexes 
to race against the clock in the track and field events. 
t Or take up the challenge of world series baseball, 
weightlifting, football, tennis and the champion 
ship title fights. 

And when the Olympics are over; you can then go out 
and grab the best beat 'em ups, one-on-one, adventure 
and simulation games that really come alive on the C64, 

There's only a few days to go before the opening 
ceremony, so make a dash for your local dealer and 
ask about the C64 Olympic % - ■» 






WIN YOURSELF THE 



DOUBLE DRAGON 

COIN-OP - IT'S DEADL Y! 



This is the big one , , . Melbourne House have teamed 
up with TQM to offer you the chance of winning the 
original smash*hit coin-op Double Oregon. It's that 
lean, mean, fighting machine that has everyone 
hooked in the arcades. 

Taito's Double Dragon is scheduled for released 
on Spectrum, Commodore B4/12B, Am s trad CPG, Atari 
ST f Amiga and PC by Melbourne House in October - 
and they're promising a brilliant conversion. 

The task of converting Double Dragon (the 
sequel to Renegade/ is in the scintillating hands of 
Manchester-based Binary Design, well-known for 




Double Dragon arcade machine m full! Complete in cabinet, the 
coin-op has all the joysticks and buttons for two players. And the 
best of it is that you won't have to spend a penny on playing it! 
(except the price of a stamp). 

Melbourne House will deliver the machine to your doorstep 
(and might even help take rt upstairs . . . >. So there's no worry 
about having to collect it from somewhere In London H ouse and 
lug it all the way home. 

There's only one machine -and only one first-prize winner. But 
It could be you! 




many excellent arcade conversions. 

Double Dragon's theme is violent, but it's all in a 
good cause, A gang of putzes have kidnapped your 
girlfriend and are holding her prisoner in Putz HQ. You 
and your brother (playing simultaneously on screen) 
are on the warpath, set to rescue her, 

The action takes you through many sections in 
downtown streets, ail filled with angry opposition. 
Defeat one bunch ofputzes and have a bash at the 
next; you may end up battered and scarred, but it's ail 
for love! Let's fight! 




For TEN runners-up there is a copy of Doubte Dragon on any 
format, and a copy of Now That's What I Call Musk: 12- the 
stupendous double album (on cassette or LP) featuring S- 
Express, Wet Wet Wet, Communards . . , in fact 32 top chart hits 
from this summer's musical types. 
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If* a wordsquare wrth a difference. The difference? We're not 
telling you what the words are. Well, not exactly. We've selected 
ten words from the hundreds on this page. The clue la they're all 
linked to Qouhte Dragon and they're all more than four letters 



long. Go find "em and ring 'eml 



M 
K 
H 
F 
0 
U 
V 
D 
O 



A 
K 

C 
I 

T 

S 
Y 
O 
J 
M 
M 
R 



S 
I 

N 
G 
E 
C 
B 
U 
D 
D 
R 
M 



T S E 
KEN 
D Z R 
H T U 
S U O 
A P B 
R A L 
B L E 
R N 
E A M 
MAC 
O R F 



O N A 

X V S 

M O 

E O 

L D 

A V 

N G 

E U 

0 G 
B N 

1 N 
Y B 



V 
E 
H 
P 
G 
B 
N 
A 
H 
E 



I 

U 
E 
D 
A 
C 
R 
A 
F 
E 
E 



O H 

O I 



T 

L 
F 
L 
Y 
R 
R 
E 
R 
Y 



F 
A 
B 
M 
E 
N 
O 
D 
O 
B 



Name 

Address .. 



Age 



Postcode .. 

Computer Owned ... 



Entnes must arrive here by October 20. First correct entry pulled out 
of the hat on that date wins. All comp rules must be followed (see 
masthead) or well throw you to the putzes! 

The address is: DOUBLE TROUBLE COIN-OP COMP THE 
GAMES MACHINE, POBox 10, Ludlow, Shropshire SYS 1DB, 





Major William Stealey and 
Sid Meier turned $3,000 Into 
$20 million In six years. 
They did it as MicroPros©, 
From Hellcat Ace to Red 
Storm Rising, the games 
keep coming - and winning. 

TGM v s John Rose flew to 
MicroProse HQ In Hunt Val- 
ley near Baltimore, Mary- 
land, USA to learn the sec- 
rets of their success and 
play-test the latest games 
currently under develop- 
ment 





akw 'Wild Bill 1 Stealey is perhaps one of 
|L M the best-known and most charisma tic 
I figures in the home computer industry. 
| His gung-ho approach to tife and busi- 
ness, tngether with his colourful past as a 
tighter pilot, has guaranteed him a high media 
profile, which he has not been slow to exploit. 

Less vocal but just as vital to the success of the 
company is MicroProsc's co-founder and senior 
vice-president, Sid Meier, The story of how the 
ompanv was farmed is anecdotal. 

In 1982 Meier and Stealey were both employees 
of General Instruments Corporation, They were 
playing an arcade game of aerial combat - Red 
Baron - while attending a conference in Las 
Vegas. Sicalcy , a former USAF flight instructor 
with experience of flight simulators, complained 
of the game's quality after Meier beat him by 
analysing its algorithms. 



Meier said, 4 1 can design a better game in a 
week/ To which Stealey replied, 'If you can, t 
can sell it.' 

In fact Helical Ace took two months to prog- 
ram, but it was the first rung on the success ladder 
for the company. 

A major distributor phoned Stealey shortly 
after, to place an order for 500 copies oi Ace, and 
suddenly the business whs nn lunger a mail order 
operation. Chopper Rescue - the first ever (wn- 
player game - was the next title to be released; 
snapped up by CBS. 

September 1983 t Stealey realised he'd have to 
take on staff. He took on three. Now MicroProse 
employs 90 at the USA headquarters, and 50 in 
the UK. Stewart Bell was appointed UK Manag- 
ing Director in 1986. En 1982, Sicalcy and Meier 
invested $1,500 apiece in MicroProse. Today it's 
worth $20 million, and by 1990 StcaJcy predicts a 



company value of $ 100 million. Offices were 
rccendy opened in Paris and Tokyo, and addi- 
tional operations arc planned for West Germany 
and Scandinavia during 1988. 

I kinda like that 

If there's one thing peculiar about this success 
story , it is only that it's a very obvious one. 

Looking around the Maryland headquarter* 
and chatting to programmers , game designers and 
play testers, the feeling of common-intereHt m 
product is overwhelming. 

The company treats its employees extremely 
well, a policy which evidently pays off, Micro- 
Prose is profit-sharing, Stealey insists he alwavs 
travels second class and claims that Christmas 
bonuses for staff of $1*000-2, 000 are not uncom- 
mon. When they visit, UK programmers are 



FEATURE 




SOCCER 

AN UNASHAMEDLY fun-to-ptey offering and quite an unlikely one from MicroPros^, 
Soccer is a simple- arcader wtiicti oozes addictive gameplay. Viewed from aoove, 
you pass ttie ball, perform headers and execute the various moves well- loved by 
footy fanatics in your quest to win the match 

The nice features include weather sound FX and an action replay sequence 
uncannily like watering a real video replay, complete with ' R' in the corner of tfte 
screen. 



Ml PROJECT STEALTH FIGHTER 

THE BIG ONE! Wild Bill couldn't hide his enthusiasm as he loaded this up on me IBM 
with EGA attached. 'Okay hoy I'm going m. I ni gong in! ifow-eee! I love this, I've 
gol him in my sights - he's down, he's down. I'm cumin' round again 

The demo of MSon a souped-up IBM was nothing short of staggering. To call 
graphics awesome rs an industry cliche, hut. wed, they are. What 5 more, speed 
hasn't been sacrificed, and that's where those 50 polygons per screen really come 
in. However, you will need EGA and you'll probably have to wait awhile before thrs 
one arrives in Europe, 

The world of F - 19 is a real world. You fly over solid, filled 3-0 landscapes popu - 
lated by solid bondings, bridges, boats and just anything you'd finding floating 
around the Iranian gull w sundry other hotspots around the world. 

AJI the aerial manoeuvres that were in the original F- 19 are in here, but with 
enhancements, In the final version not only will you be able to blow up a bridge, oui 
you'l I be able to go back and see the smouldering wreck you 've left behind. ' This 
could just be the best milrfary flight simulator that we've seen. 



SAMURAI 

BECOME SHOGUN In feudal Japan by dealing with me clans of 45 separate pro- 
vinces. Utilising both arcade and strategy efements. Samurai owes some allegiance 
to Pirates - the fighting sequences look quite familiar However, in Satrturat you 
move vertically. The reason, the programmer informs me, is to increase the feel of 
the slashing downstrokes of the mighty samurai sword 

Essentially a complex rnleplay mg 
game with arcade and strategy sequ- 
ences, Sa™/a/s objective ss to get you 
thinking I ike a 16th century Japanese 
warnor. It's possible to win by devious 
means, but unless you tread the path of 
honour, you'll find it very difficult 
indeed. 



COVERT ACTION 

AN ICON- DRIVEN spy game with sequences similar to those in Airborne Ranger 
Choose which spy to play from either the good guys - CIA, MIS or MOSSAO - or the 
bad guys - KGB or the DGSE (who, if you don't know, are the French - will this be 
a popular option, one wonders?}. 

Choosing a coven or an oven approach, your objective is to penetrate embassies, 
government headquarters and military installations. A programming routine means 
that there are well over 3,000 possible spies to meet, each with their own identity 
and characteristics. Due out this year first on the 064. it promises to be a lot o1 fun, 



given £1000 per month, in hand, plus free use of 
a luxury apartment. 

In tau the British programmers who have mig- 
rated to the (he Hunt Valley headquarters sec 
their new location as something of a Shangri-La. 
The conditions of employment are extremely 
good. Clean offices, light and luxurious ., program- 
mers want for nothing. All the latest equipment is 
here to develop on; if you want a C compiler, or 
whatever, you get it. 

Bui what else keeps the programmers happy? 
Well, there's the good weather, the people sure 
friendly and (here's more seafood in Baltimore 
than even the bravest would atrempt to consume. 
Then (here are (he ball games, the bars, cheap 
compact discs, all- night movies, cable TV, fasi 
cars,.. 

Product development time can be several years 
- Gunskip is a noteable case - and that's before the 



play testing and quality control. 

MicroProse's commitment to quality is no idle 
boast and Stealcy's claim that 'you get what you 
pay for T is a fair one. Manuals, keyboard overlays 
and all of the other boxed goodies thai are 
synonymous with MicroProse simulations can be 
hideously expensive to produce. Stewart Bell 
informed me that the mark-up for most of the 
products in Europe can be counted in cents rather 
than dollars. Bear in mind that, in the UK, you 
pav half, or even less, than your American coun- 
terpart has to shell out. 

Open any game box T take out the manual and 
you cannot fail to be impressed at the level of 
detail and accuracy that has gone into it. Micro- 
Prose employ resident game designers — not 
necessarily programmers themselves - whose task 
is MmiljT to television researchers, and it's they 
we have to thank for the level of detail that goes 



in m the game*. 

Tom Chmcy, author of Red Sutrm Rising* was 
Informed by the former US Navy Secretary when 
he read The Hunt For Red October, that if Clancy 
was in the milirary he would have been court- mar- 
tiallcd for revealing classified information. It's 
likely that some of the details that have gone into 
the computer version of Red Storm Rising are 
equally sensitive, and it's siill not clear how all of 
the information in the manual for F-19 Project 
Stealth Ftghter was come by. 

The qualify control department can hang on to 
a game for six months before allowing its release. 
The play testers are rigorous, they simply won't 
let a game go if they suspect there's even a minute 
bug hiding somewhere in the code. This is one 
reason Atari ST owners have been kept waiting 
five months for the release of Kennedy Approach. 

Says Stcalcy 'My objective is to bring out cx 



FEATURE 




High abova tha cuttivatad fleida of 
Maryland. Major Mid Bill ' Staatay 
tab « a British joumaiift for a sick- 
bag ndv' . . 



TIMES OF LORE 

ORIGIN SYSTEMS, a division of M Icro- 
Prose, have been producing ralepiay 
compuier games lor years. The two 
latest additions to the range are limes 
OfLoreand Ultima V: Warriofs Of Des- 
tiny (reviewed on page 46). 

In Times Of Lore you can take the 
role of a Knight Barbarian or Valkyrie 
travelling a magical, scrolling land per- 
forming various magical tasks, picking 
up information along the way ana duel- 
ling with monsters, ft may; sound like 
Gauntiet, but, as the programmer Is 
quick to point out, Times Of Lore is not T\ma Of Lor* . two of ttt* davaiopara 
a dungeon game , working on tha game 

The land consists of a 50 x 1 00 screen grid, ft operates in real-time complete wrth 
'intelligent' opposition who go on carrying out their various tasks irrespective of 
what you are doing. And the screen gete carter and sighter according to the lime of 
day, 

Gne of the game's nicest features is its use of keywords Unlike many other 
games . hmes Of Lore only presents you with keywords mat are relevant at a particu - 
tar point in the game If you cannot, for some reason, open a door, then the option 
'open door' does not appear in the word-stack. Similarly, when a word no longer 
has a use it disappears from the screen. 

It takes the game testers three days, armed with a map, to complete, so most 
players should be kept happy for some time. 

Unm Of Lore is available in the UK now. 






RED STORM RISING 

TOM CLANCY'S Number T bestseller The Russians iry and takeover life, the univer- 
se, mom. dad, apple pie and the American Dream, Like many MrcroProse military 
simulations , just put the more dubious aspects of the philosophy on the back burner, 
and get on with enjoying the game. 

You're in control of an American nuclear submarine ai the outbreak of World 
War lit. At first sight the game looks similar \o Silent Service, but there are more de- 
ferences than similarities. For one thing the weapons systems are far more 
advanced. 

Tnere a/e lots of nice touches in the demo. If the Russians win, a graphic shows 
the red flag rising at the Whrte House , a sequence that had even Major Bill cramming 
his tongue in cheek. 

Ronald Reagan allegedly asked Clancy when presented with the book, Who 
wins?'. Clancy replied, The good guys, sir " They're buddies now for life. 



lilies in one year* } a vision which might be consid- 
ered conservative when compared to some UK 
software bouses. However s if post performance is 
anything to go by, the quality of these titles will 
not be in doubt, 

14 If Clancy was in the military 
he would have been court-mar- 
tialled" 

Steaky knows thai the secret of continued suc- 
cess lies in investment and in engineering. On the 
computer side, MicroProse will continue to pro- 
duce simulation software aimed at the slightly 
more adult audience ( J 4- year -old male* and 
upward), because, Steal ey believes 'everyone is 
heading towards simulations in general 1 . How- 
ever it's his statement 'It's a tough decision to 
make if you're a computer company or an enter- 



tainment company. We're kinda both ' that ^par- 
ticularly interesting. 

Of the $100 million turnover predicted for 
1 990 , 50% is expected to come from hardware and 
coin -ops. It is here that some of the most exciting 
development ls raking place. 



Solid realities 

Gene Lipkin is in charge of what's known as '3-D 
Technologies', which is the coin-op/hard ware 
NKtQf of the market. Impressed though he is by 
ihe two-dimensional cartoon- Like graphics of cur- 
rent video arcade machines, he's hinting at the 
release of coin-ops which will revolutionise 
graphics and gameplay standards. 

Marrying ihe complexity of traditional Micro- 
Prose simulations with ihe quick-play fun of the 
arcade machine, Lipkin 's currently developing 




EGA RULES USA 

It's sad news for Amiga and Atari ST owners as 
far as MicroProse are concerned. But great if 
you're a Commodore 64 or PC owner. The 
American market remains, it ever, hugely dif- 
ferent to that of Europe. Steal ey refers to the 
16-bit owners as 'the vocal LO%', indicating 
that whilst he acknowledges their existence, the 
investment in software terms will not be there. 
The major problem as far as these machines are 
concerned in the L"SA is one of distribution. 

One American journalist told me that there 
were only two shops in Baltimore where you 
could buy an Amiga, and only a handful of 
music shops (because of its MIDI port) which 
still stocked the ST. In 1987, MicroProses 
market share in the States was, 40% each for the 
C64 and PC,, with the remaining 20% being 
taken by Apple, Mac and sundrv others. It's 
just possible that UK games players might start 
buying PCs in some number when ihey see F- 
19 Projtct Stealth Ftghm\ 



graphics on a computer wlnuh wj[] allow 2,01X1 
polygons on screen at one time, running at 30fpi 
(frames per second j. If that doesn't mean a lot to 
you, you 'II just have to wait until you see the 
slaggcring F-!9 running on the PC with EGA - 
which gets by with only 50 polygons at dtps, to 
realise just what sort of graphics this system could 
generate. 

Understandably Lipkin is remaining quiet at 
this stage, but the first machine will be a flight 
game and it will hit the US arcades in the first 
quarter of 1989. Stealcy is also hinting at • big 
new hardware development 'something like ihe 
movie Westtoorid* which will be revealed for the 
1989 PC Show in London, Can you wait?! 

Next month: John Rose goes flying with Wild Bill 
himself - bring a sick bag, it could be stomach' 
churning . . , 





Format 


Tape 


Disc 


Price 


Atari ST 




• 


£19.95 


Amiga 




• 


£1 9.95 


A rostra d PC. IBM PC 
and, compatibles 




• 


£19.95 


Amsirad CPC/PCW/ 
Spectrum Plus 3 




• 


£1 9.95 


Com morion 64 


• 


• 


£14.95 


Spectrum 


• 




£14.35 


Amstrad CPC 


• 




L I -t l l "i 


•Alan XL/XE 


• 


t 


£14.95 


BBC Master 






£14.95 


* Apple It 




• 


£14.95 


Mat in lush 






£19,95 


MSX 64K 


# 




£14,95 



Please send me l^nceiot on D cassette D disc 

for: {stale machine} 

! i / enclose a cheque? for L fiiu.htdst!^ 1,1 '/' and ps.pt 

made payable to Mandarin Software 
Q Please debit mv Access/Visa number: tx P lr y 
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Name 
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Postcode 



Send to: Mandarin Software, Euro pa House, 

Adlinglon Park. AdltngLun. Macclesfield SK10 4NP. 
inquiries: 0025 B79940 Order Mnllin>> wtvi* nr'iiuw 
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Whatever 
happened 

to the Nintendo? 




It was going to change the world and give you 
change out of £1 50* The Nintendo Invasion cap- 
tured America, and one in ten Japanese bought 
It too. But in Britain it flopped - as even its most 
vocal new salesman, Luther Da Gale, admits - 
while the Sega succeeded. Now TGM looks at 
the plans for a second console war 



'The Nintendo is solid- 
state Japanese cul- 
ture', Luther He Gale 
recently wrote. Now 
the ex-Konami boss 
explains why he's put- 
ting his weight behind 
it 



hat has happened to the Nin- 
im tendo? Last year the fanfare 
III sounded, but it seems that few 
I J have answered the call, 1 5 it 
doomed to go the same way 
as that other great Japanese com- 
puter innovation, MSX? 

Although the Nintendo is alive and 
well, and living in the homes of 1 2 mil- 
lion Japanese and five million Amer- 
ican families, I Ve only just seen one in 
my local computer store - and I 




CHICAGO, USA: ft may be known as the Windy City, but the Nintendo showed no signs of blowing away at the giant 
Consumer Electronics Show here this summer. And more than 25 firms are producing Nintendo cartridge software in 
North America, ranging from arcade games to sport sims to rale-playing. 

New titles from Nintendo itself include Super Mano Bros H - you can't keep a good team down, it seems, and now 
Mario and Luigi are back on the road. There's also Zetda It - The Adventure Of Link a sequel to the Two- million-selling 
Legend OfZeida (the original is now out in the UK). 

Super Team Games, Dance Aerobics and Worid Class Track Meet complete the wrist action from the Japanese 
manufacturer. 

The dozens of games from other software houses included Airwotf. Gnostbusters, Rambo; Freedom ts Everything, 
Xevious and Bionic Commando. 

There' s also Street Fighter, Platoon, Rampage, Mickey Mouse, Rooocop, A Nightmare On Elm Street tkari Warriors 
and its sequel, and Marble Madness 

Nintendo peripherals at the show Included seven joysticks plus the Power Pad. for loot control! It's sold as part of 
Itie Nintendo Power Set, which retails here at $1 39,95 - about £80 - including the console itself, games, and Zapper 
Light Gun. 

Read the full story in TGM012. 

Ch icago report by Marshal m Rosenthal - photo courtesy of the State of Illinois. 



supplied it to them' But if you want to 
know why I gave up a comfortable 
desk at Konami to champion the Nin- 
tendo cause, you obviously haven't 
seen the machine. 

The games console is not a new 
concept. It was pioneered by Alan in 
the early days but soon eclipsed by 
the Commodore and Sinclair com- 
puters, Cynics might say that the 
same will happen lo the Nintendo, 
with STs and Amigas on the scene 
today - but there is one important dif - 
terenoe. 

When the computer boom snuffed 
out the Atari console, programming 
was trendy The deluge of computer 
models swamped the market, and 
parents hoped they'd actually teach 
the kids something. Really, they 
should have known better! 

It wasn't long before the child pro- 
digies learned that programming was 
hard in comparison with the sticky 
joys of game-playing. Education brt. 
the dust and a myriad of machines 
turned i nto recreational repositories of 
arcade madness 

All this zapped the concept of the 
home-computer tutor, and the only 
people to learn anything from the B-bit 
boomer days have been the parents. 
A good game is one way to keep the 
kids from spending fruitless hours on 
one-armed bandits in the local 
arcade. 

So the scene rs set for the arcade 
nirvana machine in the home. STs and 
Amigas can produce pretty pictures 
and some of the games are hot, but 
they are expensive machines to buy 
and the software is still pricey. On the 
other hand, the Nintendo costs less 
than C100 and offers games which 
cannot be bought for any other 
machine. 

Okay, so copies and clones appear, 
but they're not the real thing, The 
Giana Sisters may drive reviewers into 
paroxysms of delight, but Nintendo's 
Mario Brothers they ain't. 

Quality control? 

I foresee a distinct split between the 
games and computer areas, where 
most homes have a games machine 
but some also have a computer, 

The splitting up of these two areas 
already has advantages, Software 
houses are busy cloning games from 
the ST to the Amiga, and this means 
they're programming for the lesser of 
the two machines. The result: games 
which are barely better than anything 
on the Commodore 64 or Spectrum, 
in many respects, 

Meanwhile, software houses are 
buying up licences to write for theNin- 
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tendo. This means that every garr.e s 
written specifically for the Nintendo 
and quality is strictly controlled by the 
mother company. As the program- 
mers become more familiar with the 
machine, the games will improve 
beyond their currently high standard 
and the benefits will be reaped by the 
wielderot the joystick. 

Nintendo life exists beyond the 
sticks, though. The machine already 
has a pistol and a game-playing robo- 
tic partner. 

Commodore and Atari are busy 
pushing the business benefits of their 
top-line machines, so it's unlikely 
they'll be producing special games 
devices. It anything does appear rt will 
be produced by some other company 

And time has shown that such prod- 



ucts are rarely successful, because 
no-one wants to bring out software to 
support them. But on the Nintendo 
new and exciting aids will be 
developed as time passes. 

The scoffers will point to MSX, say- 
ing that the Japanese have failed 
before - and that they'll never suc- 
ceed in computers. This is absolute 
garbage: just look at motorbikes. The 
Japanese knew they could not 
develop a successful bike from 
scratch so they lured the best British 
designers, gave them loadsamoney 
and facilities, and told them to get on 
with it, 

The result is virtual world domina- 
tion by Kawasaki, Honda and the rest 
of the gang. 

Nearer to the computer field, the 



Scoffers say 
the Japanese 
will never suc- 
ceed. That's 
garbage: just 
look at motor- 
bikes, 



arcades are 90% Japanese 
machines. A took at the software 
charts proves that a licensed game is 
the ultimate key which unlocks piggy- 
banks up and down the country. 

And Nintendo's policy of strictly - 
controlled software will ensure that 
once software houses gam a licence, 
the game won't be offered for any 
other macbine. 

Although Nintendo have failed to 
produce results in Britain, the interest 
is still so strong that arcade com- 
panies like Electrocoin are starting to 
push from behind. Take it from me - 
the Nintendo is going to take off betw- 
een now and Christmas, and next year 
will probably be renamed nineteen- 
eighty- Nintendo. 



Richard Eddy looks at 
the state of the con- 
soles 

hat has happened to the Nm- 

Wtendo? Look through the win- 
dow of your local computer 
shop and you'll see Spec- 
trins, Commodores, PCs, all 
the computer-buying heart can desire 

- but n-n-n-no Nintendo. Few of the 
major chains stock it, either. 

It's nearly year since TGM started 
covering Nintendo games, but there 
simply haven't been any new UK titles 

- the total collection stands at about 
30. compared with 100 in the US, 

Nintendo themselves recently 
stated that this strange disappeanng 
act is part of their long-term plans, 
rather than a failure to capture the UK 
market. 

Yet the Sega Master System seems 
to be drjing well enough - software 
house Mastertronic, who are handling 
its UK sales, say there are approxi- 
mately 40,000 Segas in Britain. And 
they claim to be pulling in C5 million a 
year from the console. 

Cartridge-based games are 
released every month for the Sega - 



so far the most popular titles have 
been the boxing game Rocky and the 
arcade conversion of Afterburner. 
And from now until Christmas, Mas- 
tertronic plan to release roughly 16 
titles. 



Striking back 

But now Nintendo are striking back. 
They've have commissioned 30 soft- 
ware publishers to write games far 
their console, to sell at about C20-E25 
each. (We saw the efforts of Rare, for- 
merly Ultimate Pi.iy The Game, m 
TGM004}. And De Gale Marketing, a 
new company backed by top coin-op 
distributor Electrocoin, has also been 
roped in to improve British sales. 

Another tactic will be advertising. 
This autumn Nintendo joins the likes 
of Commodore, Psion (manufacturers 
of the Organiser), Cambridge Com- 
puter and printer firm Epson on the 
box, 

And they hope to avoid last year's 
fiasco, when a £300,000 TV ad cam- 
paign produced by toy giant Mattel 
apparently failed to produce even 
100,000 sales. (See this month's TGM 
Report for more on the ad blitz.) 

That must have been disappointing 



Nintendo hope 
to finally get it 

right with a 
£2.2 million TV 

ad campaign 



for Nintendo, which claims 12 million 
users in Japan and 5 million in 
America - the latter figure soon to 
double, they say. 

It's no accident that Nintendo are 
pushing themselves on TV rather than 
in computer mags - both Nintendo 
and Sega are anxious to avoid the 
techy image of computers, 
keyboards, machine code and all that 
stuff. They stress that their consoles 
are interactive home arcade systems. 

Nintendo hope to finally get it right 
with their E2.2 million ad campaign, 
Their console has been passed from 
one firm to another in search of suc- 
cess - first to Mattel, then to 
US Gold's offshoot GO!, and now to 
their own subsidiary Nintendo Enter- 
tainment System International (N ESQ 
Sega Master Systems are now 
being sold through mail-order 
catalogues such as Kays, and Master- 
tronic is pleased with the result - but 
Nintendo insist it won't work for them. 
The console has to be on display 
where it can be demonstrated, they 
say. 

Meanwhile, there's the possibility of 
the cheap Flare One storming into 
console- land (TGM010} - and 
rumours of a Nintendo II, though NESI 
say it won t be m Britain till 1992 



Exclusive: 
How Nintendo 
keep control 



MARIO and Luigi may have put new 
life into consoles, but some UK soft- 
ware houses fear that a successful 
Nintendo could spell death. The 
reason: they can t put their 8-bit and 
1 6-bit games on cartridge. 

The console's manufacturers, 
based in Japan, want to keep control 
of all Nintendo software - perhaps 
because that way they can make sure 
Nintendo games are only available for 
the console. And if the games are 
good enough, that guarantees Nip 
tendo sales. 

Now, for the ftrst time anywhere, 
TGM can exclusively reveal how 
they do rt 

Last year, a small group of prog- 
rammers and a computer- shop- 
owner in the north of England banded 
together to crack Nintendo's secret 
codes and put ordinary home-com- 



puter games on the console. 

They did it - the group's ringleader, 
who asked not to be identified, told us 
there's no technical doubt about the 
system, The actual engineering has 
been done.' 

Hopes soared. They had perfected, 
and planned to sell, an interface car- 
tridge which would link the Nintendo 
to a disk drive or tape player. The 
£49.95 interface would plug into the 
Nintendo's cartridge-software slot. 

And producing new games for the 
console, without Nintendo's permis- 
sion, would be easy - 'anyone who 
can program in 6502 code [commonly 
used] can do if. 

But then they found the trick - a 
method which Nintendo has appa- 
rently used to thwart independent 
software producers- 
Protection racket 
Every batch of 50.000 Nintendo con- 
soles has a different chip to read t he 
cartridge. It's like a lock. And only Nin- 
tendo's own cartridges are the master 
keys which work with all the chips. 

So white the British team's system 
worked with their own console, 
there's no guarantee it would work 



with the the one next door. 

They also believe that the 'master 
key" design itself is different in each 
country - to prevent companies buy- 
ing up cheap Nintendo software in 
one nation and selling it abroad, eat- 
ing into the manufacturer's profits. 

Software houses were excited 
when they heard of the apparent 
breakthrough, but cautious at the 
same time. 'Everyone we spoke to 
thinks it's a fantastic idea/ said the 
inventor. "There are one or two UK 
companies - big ones - who would 
like to know what it Ithe master-key 
design] Is/ 

He said Act i vision, now 
Mediagenic, was among them. 

But he continued: The software 
companies, no way will they upset 
Nintendo. And no way are we going in 
first, because even if we win eventu- 
airy they can dump so many lawsuits 
on us we'd never have a chance. ' 

He cited the fierce protectiveness 
of Japanese businesses, too. Soft- 
warehouses which crossed Nintendo 
would 'never sell anything in Japan 
again" . 

At press time, Nintendo could not 
be reached for comment. 
Bamaby Page 
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Frankie went to Hollywood. 
Now Newsfield are too. 




MOVIE - The Video Magazine. 

It's out. 

MOVIE rs the new monthly far the film and video world, published by the some people as TQM. Issue One is out this 
month - 100 feature-packed pages on who 1 ! who and what's what on the screen PLUS a 16-page Steven Spielberg 
supplement, first of a 12-part series! MOVIE - The Video Magazine. £1.90 from all good newsagents. Subscriptions 
available - see first Issue for details. 



FEATURE 



In the second part of Mel Cruncher's investiga- 
tion Into computerised crime, blackmailers, 
spies and techno-terrorists get the finger 



like coincidences, especially when they involve my own 
work. On 29 June \ handed over my first piece on computer 
crime forTGM to Mission Control, Ludlow, Within 24 hours, 
on June 30 1988, Britain's biggest ever attempted com- 
puter fraud took place, to the tune of C32 million! 
The target was the City of London threats to blow away the ICL data 



branch of the Union Bank of Switzer- 
land, and the only reason the 
skullduggery came to light, and was 
able to be prevented, was the fact that 
the computers handling the lake 
transaction broke down half way 
through the scam, so staff were 
forced to check it out by hand. 

City sources say thai had the heist 
been successful, the Bank would 
never have admitted that a crime had 
taken place. The reason for this is sim- 
ple, it was an inside job. What is more 
worrying is the fact that computer 
criminals who commit inside jobs are 
ten times more likely to get away with 
their crimes than the traditional non- 
electronic bank robber! Bank 3taff 
tend to notice armed robbers - but 
much to the consternation of the 
bankers, electronic robbers are invisi- 
ble! 



Cruel Academe 

Greed is not the only motive for com- 
mitting computer crime. One of my 
favourite cases involves that sweetest 
of sour motives, revenge! 

In 1986 a professor at the Depart- 
ment of Higher Education In Oregon 
USA requested the purchase of a 
CDC computer to help his students. 
Unfortunately the education 
authorities in Oregon had made an 
exclusive deal with IBM, and told the 
professor to get stuffed, instead of the 
machine that suited his need, they 
gave htm use of a handful of terminals 
linked to the State Motor Vehicle 
Department. 

One night the mild-mannered 
academic took his revenge. He 
hacked into the operating system, 
(old the program that his terminal was 
the master console, and called up the 
names of all the members of the State 
Administration. He then listed all of 
their traffic violations, unpaid fines 
and convictions on all the printers in 
the network, along with some poetic 
but highly obscene messages about 
the guys who wouldn't buy him a CDC 
computer. 

Before he logged off, the professor 
wiped all the motor vehicle records 
(including unpaid fines) of everyone in 
Oregon except the State Administra- 
tion staff, and finally flushed the entire 
system down a non-recoverable soft- 
ware toilet! 

Record breakers 

Question; why do the news headlines 
trumpet gold bullion robberies of a 
couple of million quid and bank jobs 
worth a few hundred thousand, yet 
ignore computer crimes which net bill- 
tons? 

The most serious case of com* 
putensed extortion involved ICL, 
when stolen data tapes were the sub* 
ject of a blackmail demand and 



bases. The biggest scale scam ever 
to happen in the world was a com- 
puter crime: the 1973 Equity Funding 
fraud, involving 54,000 take insurance 
policies and a two billion dollar take. 
The computer theft that affected most 
people so far has been the destruction 
of the datadisks belonging to Paychex 
Inc of Mew Jersey, when the payrolls 
of 1 .300 companies got fried, leaving 
95,000 employees without salanes. 

The biggest computer cock-up so 
far is the 24-hour breakdown of the 
Bank of Mew York's computer in Nov- 
ember '86, when 30 billion dollars got 
paid out before technicians could 
locate the hole in the electronic dam 
And still most outfits that rely on com- 
puters fail to understand what the 
implications are. 

Lei me put this simply. Most com- 
panies in the world today are depen- 
dent on computers. Computer Disas- 
ters can be triggered accidentally and 
deliberately, and there is nothing that 
can be done to prevent them. In the 
past five years, 80% of computer- 
dependent companies have not sur- 
vived computer disasters. Having put 
their corporate lives in the care of 
computers, machine disasters have 
killed them. 

Apart from frauds and financial 
hanky-panky, there is also a whole 
range of offences concerning 
machines and software. The latest 
figures for these computer- related 
crimes break down like this: 

Equipment theft 25% 
Arson 19% 
Information theft 15% 
Sabotage 12% 
Vandalism 12% 
system penetration 9% 
'Logic Bombs" 8% 
Although it is heartening to know that 
computer crime protection is now 
being taught at the police training 
school at Hendon, my confidence Is a 
wee bit shaken by the news that the 
Police National Computer has been 
used 'with reference to winning num- 
bers in the BP/National Lucky Num- 
bers Game', and to recruit new clients 
for dubious gaming clubs! So much 
for security. 

Security? What 
security? 

So, how does the blackmailer, ter- 
rorist, spy or thief gam access to the 
targeted computer, data? Without 
much difficulty to be honest, or should 
I say drshonest. Intercepting and 
hijacking electronic data is much 
easier than physical burglary. And if 
you don't have an accomplice on the 
inside, don't panic, here's how it's 
done . . . 

All electrical machinery - from a 
mainframe to a coffee machine - 
emits radio frequency interference. 



Radio waves are generated whenever 
a digital data signal changes Irom O 
lo ' 1 just asthey are when a thermos- 
tat opens and shuts. Try this simple 
experiment: take your iranny, and 
tune it near to Radio 4 on your Long 
Wave band, then place it near your 
computer. Now power up and load in 
a program or do a bit of word proces- 
sing. Your tranny should be broad- 
casting stolen signals loud and clear 
m easily audible patterns. 

In location tests this week, my own 
word processor has been transmitting 
to a standard tranny up to 50 metres 
away, and through three brick walls, 
and there is no way I can prevent it 
without working inside a lead-lined 
office. 

Most computers now use low- 
power 'schottky' integrated circuits, 
which bang out radio frequencies up 
to 300 MH2. These escape through 
cables and VDUs, and can be picked 
up as easily as radio and TV signals. 
As a matter of fact you can intercept 
VDU pictures by using an old 405-line 
television set between bands I and III. 
with a modification, unit that costs less 
than 30 quid! 

This means thai all word proces- 
sors, telex machines, PCs and main- 
frame terminals are broadcasting 
whatever is programmed into them all 
the time thai they are switched on. 
(This applies to radiophones, car 
phones, do! matrix and laser printers 
as well.) 

If a crook wants to eavesdrop on 
electronic information which is sur- 
rounded by masses of uninteresting 
garbage, for example in a large office 
or bank, there's no big problem. Ter- 
minals of exactly the same type each 
have slightly different emission fre- 
quencies, and different makes of 
VDUs have wildly varying characteris- 
tics. So a directional aerial can pick 
out an individual VDU transmission, 
and the professional v.llain will know 
how to take advantage of conduction 
along the cables, reflections from 
metal filing cabinets, and even be able 
to identify who is entering data by their 
typing techniques! 

Crimewatch 

vv>n van Eck, a Dutch scientist for the 
PTT laboratories, has shown exactly 
how to commit electronic burglary. 
Using normal a black and white TV 
receiver equipped with a signal syn- 
chroniser {cost £15} and a directional 
aerial {cost £20), he has publicly 
demonstrated how to steal data from 
a metal-cased VDU at a range of 200 
metres, and from a plastic-cased 
VDU at a distance of one kilometre 1 

The implications of this are stagger- 
ing, All data protection laws and prac- 
tices become farcical. Banks, police 
stations, political organisations, pub- 
lishers, hospitals - everyone using 
standard computers and word pro- 
cessors-are suddenly working in the 
open, broadcasting every item of 
data. When Win van Eck was asked to 
perform his tricks for the Tomorrow's 
Wortd TV programme, he chose a 
well-known office block in broad day- 
light, and set up his gear on the pave- 
ment. Perhaps the most interesting 
aspect ol h'S demonstration was that 
not one member of the public, or 
passing cop, or even anyone who 
worked inside the building asked what 
he was doing. 
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Rear Window 

As well as cheapo electronics, there 
are amazingly low-tech ways of steal- 
ing data. One company knew that 
their competitors were regularly 
fiL'htng their latest data, and called in 
a very expensive security team, After 
huge Investigation they found out how 
the data was escaping: through the 
window 1 Nobody had realised lhat the 
company's terminals were facing a 
window opposite an empty building. 
The opposition had simply installed a 
Snooper w»th a pair of binoculars, but 
the spy glasses were not even 
needed, you can read a decent 
monitor from 15 yards away, try it! 

Industnal spies used to dirty their 
hands by sifting through old carbon 
paper, typewnter nbbons and shred- 
ded documents, but Pinkerton (one of 
the biggest private dick agencies in 
the world) has uncovered a major 
Criminal network that specialises in 
buying old computer disks from muli- 
nationaJs. restoring the data using 
modified PCs and flogging it off to the 
highest bidder with devastating 
resufts. 

The first survey of computer fraud 
in the United Kingdom, prepared by 
the Audit Commission, investigated 
319 companies. This is what they 
found, the figures indicate the number 
of inctdents: 



TYPE OF FRAUD 




Pnvate work 


12 


Timesharing theft 


2 


Unauthorised input 


42 


Misuse of resources 


22 


Thaft of software 


4 


Theft of master file 


1 


Sabotage 
Invasion of privacy 


3 
1 



The total tally of ail of these misuses 
come out at well over a million quid 
down the drain. But it cannot be too 
far -fetched of me to suggest that this 
is the tip of a huge iceberg. 

For example, out of 319 companies 
it cannot seriously be suggested that 
only 12 incidents of private work have 
occurred, and that only four items of 
software have been stolen. From the 
playground to the office, everyone 
who works with computers knows 
that software is being ripped off every 
day, and I defy anyone that they have 
not illegally copied a program. Know- 
ing this to be true, all of the other 
statistics must be highly questiona- 
ble. We are back to the universal situ- 
ation of anyone who nas been npped 
off is very unwilling ta admit rt and 
that supposes that they are aware of 
the crime in the first place! 

Spy vs spy 

So how do you fight the electronic vil- 
lains*? Well, new computers won't 
help you, they emit even more signals 
than ancient models. Screening is 
impossible without spending a for- 
tune (floors, walls, ceilings, windows, 
doors and cables must all be 
screened), and if you are part ot a net- 
work, use a modem or share data, you 
cannot protect yourself at all. 

What you can do is to modify the 
function of your VDU and make it 
extremely difficult for the interceptor 
to reconstruct your screen images. 
Trouble with this is although there *s a 
system available (a patent has been 
applied for) the Ministry of Defence 
won't give you a clearance to find out 
what rt is! 



What you can do to defend yourself 
is to take out some insurance. I've 
been running various software houses 
tor ten years or so, and writing about 
others for nearty half that time, and I 
can assure my readers that software 
is a dirty business. Tm not just talking 
about ideas getting ripped off, or 
rogue employers/employees, I'm talk- 
ing about sabotage. Data going mis- 
sing, mysterious fires, espionage and 
defections. And what continually 
amazes me Is the crummy insurance 
cover that many software houses 
have. 

If we can't get our act together in 
this industry, God help those who 
know even less about the computers 
they reHy on. The most common mis- 
lakes in computer insurance, m my 
experience, are these: 
MACHINE COVER ONLY: Your 
machines are insured up to the hilt, 
but the insurance company is smart 
enough not to cover the software, and 
I don't mean the cost of a packet of 
blank floppies! A program rewrite can 
scupper an entire project; sabotage 
or theft of software can kill a company 
UNDER -INSURANCE: Most outfits 
undeNnsure because they reckon 
that their back-up copies will see 
them through any problem. Then they 
make amazing mistakes like storing 
the back-ups in the same place as the 
originals, or not bothering to run the 
back-ups once a week. 

I recently visited one very well- 
known software house who does not 
make back-ups of their records at all 1 
If you can prove to your insurers that 
your back-up system is first class, 
and you store the copies In a fire- 
proof alternative location, current 
rates of cover are an amazing £150 e 
year for C7 MILLION cover! It's a bar- 
gain folks. 

NO PROFITS COVER: You insure 
everything correctly, hardware, soft- 
ware, and salaries to rewrite your 
programs*, then disaster strikes: fire, 
f lood, terrorist attack, sabotage, theft , 

THREATS 
COMPUTER 



"A Dutch sci- 
entist using 

normal a black 
and white TV 
receiver has 
publicly 

demonstrated 
how to steal 
data from a 

plastic-cased 

VDU at a dis- 
tance of one 
kilometre!" 



mutant pixie attack, whatever the 
cause may be, your data is unusable. 
You claim on the insurance, they pay 
up, and you go bust within weeks! You 
forgot to insure against loss of your 
profits, bimbo, In the quote for £7 mil- 
lion cover, £.3 million is for rewriting, 
and the remaining E4 million for profit 
loss. 

BUGS, BUGGERS AND BUGGERA 
TlON: Any policy can have additional 
coverage for some very important 
cock-ups. such as trie loss of your 
records of business and bad debts, 
the loss of any blacklists you keep, 
accidental loss of data as well as 
deliberate theft and sabotage, and 
deliberate planting of 'logic bombs' 
by rogue programmers. 

It can't happen to you 4 ? Of course it 
can. The only question Is how much 
does it matter rf your favourite prog- 
ram gets nicked, or your current data 
disappears in fire or flood? rt wool 
happen to you? That's what they 
thought on the 22nd floor of a London 
office block in March '66. when all 
their data got fntzed in a flood! (A fault 
in the atr-coodition>ng filled the 23rd 
floor void with hundreds of gallons of 
water.) 

That's also what they thought In 
December '84 in Tokyo, when a fire in 
a downtown utility tunnel knocked out 
90.000 phone lines, and killed off aid 
those companies without alternative 
computer backup. 

In 1985 I picked up a last-minute 
program I'd commissioned from a 
young gent in Coalville, Leicester- 
shire, and drove it straight to that 
year's PCW Show for exhibition. The 
disk displayed a loading screen and 
then proceeded to self-destruct' I'd 
been ripped off. my insurance didn't 
cover me for anything to do with my 
expenses and loss of goodwill, let 
alone the loss of advertising, or print- 
ing the packaging. 

But then. I knew rt could never hap 
pen to me. 
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jproses latest title is here to an 

tion of strategy and tactics is pi ung i 



MicroProse s latest title is here, 
technology si m ulation of strategy and tactics is 
based on one of the most dramatic and detailed stones of 
modern warfare - Red Storm Rising, the international 
best-se 1 1 er by Tom Clancy and h is tech nica 1 col la borator Larry 
Bond. 

Working with the authors, MicroProse have brought the 
book's intense action and excitement to your computer 
screen. You are put in command of an American nuclear 
attack submarine at a time when the two super powers 

coJHde. 

Standing between the Russian bear and global domin- 
ation., you play a crucial role in the conflict . Missions take you 



to an astonishing variety of undersea environments, 
plunging you into challenging and exciting situations. 

Prepare for action in this heart-pounding simulation. 
Available for Commodore 64/128 Cassette £14.95, Disk 



)PROSE 

■ SOFTWARE 



I M U L * T I O N 



Ht D iUJRM Hii.Nfj dv Tom Clmcy t t906by Jack ft van £ntef prnn Ltd and I v >> bond 



Please <<V ~" H Copies of Red Storm Rising C64 Cassette Disk , 

Name (block capital*) Address. 

Post Code 

(endow f induding 55p P + P Cheques payable to MicroProse Software 1 

ywHahitmy Aj^mlc ftJ.c a r j rHl Frpryrla+n No, | | \~ 1 1 I I 1 I 1 I I ] I 

MicroProse Ltd., 2 Market Place, Tetbury. Gloucestershire GLS BDA. UK Tel : (0666) 54326 Tlx: 43422 MP5/UKG, 
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COIN 




A good arcade summer means a rich winter at home. TGM's expert coin-op 
team tell you what to watch out for as those machines which have kept us 
entertained all summer head for home computers in time for Christmas and 
1989 



'More stars than there are in heaven * used to be MGM *s 
boast in its cinematic heyday, 'More conversions than 
there are stars in heaven' might be the modern soft- 
ware cry. But not all have been as glittery. Once there 
was a time when arcade conversions were looked 
upon as a quick buck -maker. Inevitably, public interest 
turned to derision as poor games, barely a shadow of 
their former arcade selves flooded the game shelves. 

It's all different now. True, there are bound to be 
some turkeys flopping around, but the 1 988 catchword 
has been care and attention to detail. It's all a com- 
promiser as anyone will tell you, between available 
memory, development time and aspiration. But unlike 
two years ago, you can be sure that this Christmas you 
will enjoy loads of arcade conversions worth the price. 

Whatever your tastes in coin-ops, you'll be in for a 
spectacular time towards the end of the year. What 
more can we say but get practising on those coin -ops 
in preparation for the home computer versions - and 
roll on Christmas and 1989! 



sections where Robooop calib- 
rates his gun by firing at targets, 
hohzontalscroWng levels and 
much, much more 

Gary's keen to point out that 
many of their games in develop- 
ment are graphic-intensive'. 
Obviously compromises have to 
be made where it's impossible to 
recreate coin -op effects - as wit- 
ness the gun in Tarto's Operation 
Wolf 

When it comes to recreating a 
coin -op, Ocean's policy of mul- 
tiload stands firm. ' We're not 
afraid of mult i load /says Gary, "as 
the person paying E8-C9 for a 
game expects a faithful conver- 
sion of the com-op. After al I they ' re 
buying the game on the pretense 
that it will be as close as possible 
to its arcade counterpart.' 

Sound words indeed, which 
have been justified with recent 
games such as Salamander and 
Arkanoid: Revenge Of Doh. 

Ocean are being deliberately 



coy about a possible licensing of 
the third in the Nemesis series - 
Vulcan Venture, but as Gary 
Bracey says 'it would be logical to 
assume — cons^ermg our close 
contact with Konami-that Ocean/ 
Imagine would produce home 
computer conversions'. 



MEDIAGENIC 



Formerly Actrvi&ion, Mediagenic 
have a remarkable relationship 
with coi n - op manufacturers Sega , 
judging by the rapidity with which 
licences to new Sega machines 
are snapped up through the Elec- 
tric Dreams label. 

Aftenburner is undoubtedly the 
major licence and contender for 
the Chnstmas Number 1 slot, but 
Mediagenic also have a host of 
other Sega titles. There are Ace 
Attacker, Sonic Boom, Hot Rod 



OCEAN 



Always a prime converter - Ocean 
intend stepping up their pace of 
coin-op licences even further this 
Autumn. Konami's Typhoon and 
Salamander are already out and 
about of course, but Guerilla Wars 
is another title lined up which will 
compete with SNK's Victory Road 
in the violence stakes no doubt. 

Much excitement surrounds 
Robooop, betng developed irom 
Data East s com-op version of the 
great cyberpunk movie {soon out 
on video). Only brief snippets of 
the PCS are ready at the moment, 
and from those, rt seems Robooop 
won't just be ail-blasting action 
Ocean s Gary Bracey exclusively 
told tgm not to 'expect a 
straightforward shoot-'em-up'. 

Okay, Gary, why not? 'From 
what we at Ocean nave seen of the 
unfinished coin-op r ' says he, 
breezily despatching a few pin- 
striped high executives, we're 
looking to include not only the 
gratuitous violence but also sub- 




SCORE 



i ifil 




If' (i (Si H 

ENEKV 



Rescue the hostages arta shoot to kiii - evvryona in Operation Wolfrs an enemy 
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and two spanking brano-new 
machines - Altered Beast and 
Afterburner's space sequel Galaxy 

Force. 

Asa crowd-puller, Galaxy Force 
is the strongest title because - like 
Afterburner- the hydraulics are an 
in;egral part of the corn-op, more 
so considering the de-luxe system 
can rotate through virtually 360 J . 
Galaxy Force is also much more of 
a physical experience than the 
other Sega games. It has 
extremely high-quality pictures, 
using the tried and trusted method 
at layered graphics moving at 
aston*shmg speed. 

While Afterburner and Galaxy 
Force may capture some Of the 
coin-op's feel on 1 6-bit machines, 
how will 8-bit versions tare? Elec- 
tric Dream's Andy Percivaihasthe 
answer for TGM readers: When 
converting to bigger machines 
such as the ST and Amiga/ he 
says, ' it gives us , i n turn , scope for 
converting onto 8- bit, boosting the 
quality of conversion. When we 
convert, we look to give the player 
the best that they can get within 
their machine's capabilities. 

'Obviously machine limitations 
are the main problem. When we 
looked at the arcade machine we 
were taken aback by the game's 
speed - which is what the game is 
all about - and this w/Wfind its way 
onto home computers. On the 
Spectrum, for example, After- 
burner will have the speed but the 
graphics won't have the detail - 
although we'll give it a go at 
recreating the coin-op's high 
degree of graphic quality/ he 
adds. We're looking to suit the 
needs of the host machine. ' 

With Argonaut Software looking 
after the 1 6-bit Afterburner {mul- 
tiformat releases due for Christ- 
mas) , it should be well worth wait - 
ing lor. 

Other games under the spread- 
ing Mediagenic wing are SNK's 
Fighting Soccer Data East 's The 
Real Ghostbusters, CoreJands 
Cyber Tank and Sega s Super 
Wonderbcy. These titles are plan- 
ned for 1989 - Mediagenic have 
enough on their plate as it is ... , 

And the platter runneth over . - 
You can add other familiar titles, 
such as Irem's R-Type. This is 
looking extremely good on all 
major formats including Spec- 
trum, and should be available 
around November. fl- Type's 
arcade success lay more in its 
graphics than gameplay-an 
unongjnal, horizontally scrolling 
shoot -'em- up. It gives program- 
mers the perfect opportunity to 
work on the graphics - a fact 
which also applies to conversions 
of Saga's SDi. Ironically, Time 
Scanner has suffered as a result. 
Apparently the game and graphics 
were all there, but the most impor- 
tant part of the game - the pinball 
movement - wasn't right, so Time 
Scanners being recoded. Don't 
expect rt until January. Vou win 
some, you lose some. 




Missiles in space! SDl: now you can Wtn World Wortfl fr#m your own hom* - Atari ST 



Among the largest of emerging 
French 16-bit games producers, 
FIL (it stands for France Image 
Logiciel) are going to make a con- 




Tha fast action, norizoolaHy-scroiling shoot- 'sm-up is now avpilribie tor you to enjoy -Atari ST 



siderable impact on arcade 
addicts - but next year, not this. 

They have acquired the licence 
to produce conversions of eight 
coin -ops - Sega's Shinobi, 
Techmo'S Silkworm SNK ' s Gemini 
Wings and Time Soidiers, Irem's 
Kid Nikki The Radical Nmja {which 
will be released as a double pack 
with another coin-op conversion, 
Paddle Maniatrom SNK), and two 
major titles: Taito's Ninja Warriors 
and the incredible Continental Cir- 
cus. 

We looked at Continental Circus 
in last month's Confrontation: 
Coin-Op. It uses some 3-D effects 
which are astonishing to say the 
least, and its main selling point. 
Work on the conversions is being 



undertaken m the UK through 
newcomers The Sales Curve, and 
we should be seeing al 1 1 he games 
in the first quarter of next year 
under the new Rebel label 

It seems a long timeto wait, but 
The Sales C urve ' s Jane Kavanagh 
told TGM that 'We are going to 
take the time to develop and fine- 
tune the games' . But isn't Yuletide 
the best selling season? we asked 
plaintively. "Christmas is going to 
be a busy time for conversions 
generally, and we don't intend 
rushing any of ours just for the 
sake of a C hrist mas re lease date , ' 
returned she, So there you have it. 

The Rebel games will be 
appearing across the 8-bit and 1 6- 
bit range, with Shinobi, Ninja War- 



riorsand possibly Continental Cir- 
cus also coming out for the PC if it 
converts well to the other form at s 
We await a Spectrum version with 
much interest 



US GOLD 



The Birmingham-based company 
had some very powerful coin-op 
gam«s out last year, and this 
year's line-up is equally strong. Try 
Thunderbiades- all formats - for 
starters. Tiertex are programming 
all versions except the Commo- 
dore game, which is written by 
Ghosts 'n' Goblins author Chris 



TGM TX 011:10-8835/124 



ARCADES 




Forgotten Worifampy the titfo of tfifs imprmzsiv* whool- 'wn-up tut 



US Gold. 

They've also have licensed The 
Deep, an odd, near-obscure, little 
coin-op in which you depth- 
charge submarines luriong in the 
deeps, whilst avoiding mines, tor- 
pedoes and other naval and 
marine hazards. It's not particu- 
larly brilliant, complex or impres- 
sive a game, but in the way that 
poor novels so often turn into fine 
films, perhaps The Deep will make 
a good computer conversion. 

And then there's the Capcom 
side of things, The only new coin- 
op under licence is 
Ghosts r? ' Gobftns 2. It's still a 
preprod notion PCB, bul Capcom 
are already prepared to convert it 
next year. Of the existing Capcom 



titles, Tiertex are working on Last 
Duel and the C64 game of 1943, 
with Probe writing the other ver- 
sions. And Software Creations are 
coding LED Storm, as we revealed 
in our Capcom feature in 
TGM 009 

As for the other bKj title. Forgot- 
ten Worlds (reviewed in last 
month's Confrontation: Coin-OpK 
Capcom are looking for expert 
programmers to embark on this 
ambitious project - so if you feel 
ready to tackle a monster arcade 
machine conversion, give David 
Baxter a call at US Gold (02 1 -356- 
3388). Who knows? This could be 
your chance to show the world 
what you're made of 




Butler, who also keyed 720° and 
Space Hamer to name but a few. 

Roadbiasters will blami into 
sight around the end of the year for 
ST and Amioa. along with long- 
awaited Amiga Out Run. And then 
Its sequel. Out Run Europs, is 



expected sometime in January for 
all popular machines. It's still early 
days for that yet, the game is in the 
concept/design stage. Whatever 
its final form. Out Run Europa will 
take the idea of the car racing 
game much, much further, says 



3-D Pae-ManT You just cant kaap a gt>od itfmr down 



0 ELITE - best known for their 8-bit conversions of Paperboy, 
Spacv Hainei and Ghosts 'n' Goblins - are having a quieter 
Christmas by comparison with last year. As we revealed as far 
back as April in our feature on Elite (TGM 005 ) r 1 6-bit conversions 
of existing games are playing a major part m the company's year- 
ned plans 

Paperboy pedals onto the Amiga. ST and PC around October/ 
November, Space Harrier 2 is nearing completion, containing a 
further ten levels from Saga's famous coin-op, which can be 
played in conjunction with Part 1 or played independently 

This method of releasing a sequel gets around the problems of 
trying to squeeze such a visually awesome coin -op with mega- 
bytes of dedicated memory into a 16-pintpot Ghosts n' Goblins 
is also scheduled for release on 16-bit machines (PC included), 
although its release date has been set back, and as a result prob- 
ably won't be appearing before the new year. 

# ACE - coin op converting label of Softek - have Soldier Of 
Light well under way, and following the successful Spectrum 
version. The C64 version is planned for end of August, with 
Amstrad CPC and Atari ST versions appearing around Sep- 
tember. 

Darius, their other coin -op conversion, is a little trickier, using, 
as it does, three monitors to display the action. It's taking a bit 
longer to finish, acid is provisionally scheduled for November 
across all formats. There are more conversions in the pipeline too, 
but when questioned, Ace were very coy, stating that ail would 
be revealed at the PC show. 

# DOMARE, never ones to hide a good licence under a bushel, 
are better known for all manner of games taken from the world of 
television programmes and films. Coin-ops are taking a backseat 
this year-end. only conversions of Return Of The JedJ due from 
the Wimbledon-based software house before Christmas. No 
other licences have been revealed. 



- P A C m a a I 'a-- 




# GRAND SLAM are still 
working on conversions of Pac- 
Land (we've seen the C64 ver- 
sion an age ago) for release 
before Christmas, and busy 
getting next in line of the eter- 
nal Pac-Man series — Pac- 
Mama, 

Atari ST and Spectrum ver- 
sions of the 3-D Par-Mania are 
looking truly wonderful, enth- 
uses a GrandSLam employe 
(no names, Stephen I } In par- 
ticular, the ST version is using 
excellent scrolling - almost 
half the screen width - with 
full use made of the machine's 
16 colours. On the Spectrum, 
full scrolling and a yellow Pac- 
Man are to be found munching 
their way around all the mazes 
to be found in the arcade 
machine As the anonymous 
GrandSiam employee admit- 
ted, 'We couldn't really get 
away with a monochrome pill- 
eater on the Spectrum, could 
we?' 

Course not, John, 
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Twtj freedom fighters, lost in eight sections of a deadly galaxy are a lone 
force, their own control and determination are the only things standing 
between litem and oblivion. 

Featuring eight levels of frantic shoot 'em up same play with stunning 
and original graphics, animation and superb live musk, and sound FX -it's 
an eye and ear shattering experience! 



CBM 64/128 Diskette: £1 2.W Coming soon for ihe ATARI 5T and AMIGA 

"Eight beautifully defined horizontally-scrolling levels , * * it's a mega-game' 

Duujwr. ! Sjlurn House, CJeva Pari. \Jderrnaston. Berkshire RC7 4GW S(fl73Sb) 772b 1 
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Don't miss out on 

... or you'll rwte your* 
self. On tour specially 
selected t opteW ARMA- 
LYT€ is a secret code - if 
your copy of Armalyl* 
has I hp '(Quid' {.ode you've 
won a tabu loot [ye Of 

r \m- SI i irni pia-vnu ^lota" 
F our yellow ' coded 
copies could win you a 
MjfM'r firi/f too! 



ESPIONAGE 




THE COMPUTER GAME 

YOUR MISSION 

You are now entering the world of International Espionage, where v ou control a highly motivated team 
of 12 agents. 

Your agents must set out from their secret base and proceed across the board which represents the world's 
capitals, airports, deserts, etc. 

The world's fate is now in your hands in a game of deadly conflict to reach the 4 micro-films, each con* 
taining details for the ultimate weapon. 

Should you have the cunning and sheer nerve to carry on this most formidable of tasks and return to 
base with the micro-films, you would be pronounced Master Spy. 

Good Hunting, 



AVAILABLE FOR: 

AMSTR AD PC [2W DISK) £24,95 

ATARI ST, AMIGA, AMSTR AD PC 

{5V DISK) £19.95 
C64, AMSTRAD C PC, SPECTRUM 
+ 3 DISKS £14,95 
C64 CASSETTE £9.95 
SPECTRUM, AMSTRAD CPC F MSX 

CASSETTES £8.95 




CRANDSLAfk'/ 



Order your copy of ESPIONAGE I 
now by sending a cheque or postal 
order to Grand si am Entertainment! 
Ltd. Units 1/2 Con I on Developments 
Watery Lane, Darwen, Lanes, BB32ET 
or phone 01-247 6434 our Credit 
Cant Hotline (Access or Visa), 





REVIEWS 



LEAP REVIEW 

64 ■ STARGLIDER II 

The sequel to one of the biggest 1 6-bit games ever Stardr i ves its way 
to your screens. Stargfider it wipes the floor with all previous com- 
puter games and sets the challenge for all software to meet - even 
If they won't advertise it!. 




SPECTRUM 




Summer Olympiad 


52 


Starglider II 


64 


Nineteen 
Night Raider 
Overfander 


81 
78 
51 


The Fury 

AMSTRAD CPC 


76 


Street Fighter 
Summer Olympiad 
Super Hang-on 


40 
46 

56 


Psycho Pigs UXB 


52 








Road Blasters 


S3 


Dream Warrior 


44 


AMIGA 




Summer Games 


78 


Gunship 


53 




Summer Games II 


80 


Overiander 


51 


Army Moves 


62 






Summer Games 


78 


Atron 5000 


76 


COMMODORE 




Summer Games II 


80 


Bermuda Project 
Bionic Commando 


40 
81 


Barbarian 


72 


ATARI ST 




Carrier Command 


56 


Fernandez Must Die 


44 




Helter Skelter 


41 


Football Manager 2 


62 


Army Moves 


62 


Ouadralien 


QG 


Intensity 


72 


Brain Box 


57 


Sarcophaser 


76 


LA Crackdown 


51 


Eliminator 


62 


Starglider II 


64 


Salamander 


70 


Great Glana Sisters 


45 


Starray 


71 


Street Sport Soccer 


79 


Heifer Sketter 


41 


Street Fighter 


40 



Street Gang 
Tangle wood 
Zoom 

PC 

Football Manager II 
Gauntlet 

Street Sport Soccer 
Summer Olympiad 
Ultima V 
Vixen 

SEGA 

3-D Maze Hunter 
Alex Kidd 
Aztec Adventure 
Penguin Land 



76 
46 
74 



62 
56 
79 
48 
46 
49 



59 
58 
59 




82 ■ ELIMINATOR 

Fourteen levels of incredibly tough, well programmed! anti-heroic, 
sboot-'em-up mayhem, in Eliminator you do as the game suggests 
-to everything you meet! 

63 ■ SUPER HANG-ON 

Make a meal of Super Hang • on' s t o uf courses as you speed through 
the countries of the world trying to beat the clock. 



56 ■ CARRIER COMMAND 

H el ping to place Rainbird firmly at the top of the software tree, Ga me 
Of The Veer (so farl) + Carrier Command cruises in on the Amiga 

51 ■ HELTER SKELTER 

You wo n 1 1 1 ose your m at ha If - way down and sc orch your bum inthis 
version of Hetter Shatter- if you do you're playing it wrong. 

75 ■ WASTELAND 

Giant mutant rabbits in south America? Looks like a job for the the 
desert Rangers in this Bard's Tate- type RPG of the future. 

53 ■ GUNSHIP 

Take off vertically into one of the best helicopter flight slms ever - 
now a vail able for your Amstrad 

57 ■ BIONIC COMMANDO 

Although a straight corn version from the ST game, Bionic Com- 
mando on the Am iga remains an inc redibly add Icti ve platforms and 
ladders variant. 
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VERSION UPDATE 



STREE 


T FIGHTER 


Capcom/GO 1 





Atari ST: £19.99 
Amiga: £24.99 

FIGHTING on the streets never 
seems to stop. Reviewed on the 
8-brt machines in TGM009 (Spec- 
trum 48/126 60%. Commo- 
dore 64/128 65%. AmstradCPC 
73%). Capcom's coin-op conver- 
sion now hits the 16- bit micros. 

Both new versions were coded 
by Tlertex, authors of 720 c , Rolling 
Thunder, Indiana Jones and the 
forthcoming Capcom release Last 
Duet. 

Street Fighter pits Ryu, a skilled 
warrior of the alleyways, against 
ten other fighters in five different 
country. Each bout consists of 
three rounds, the winner of which 
is the fighter with most energy left. 

And if Ryu is victorious he gets 
to try his hand in the bonus round 
which involves chopping stone 
blocks in half. 

One of the few differences in the 
16-brt versions is the graphics: the 
large fighters perform in front of 
nicely-detailed backdrops, many 
of coin -op quality, 

The only minor variation betw- 
een the Amiga and ST versions is 
the clouds - on the ST they move 
slowly past P white on the Amiga 
they remain static. 

But disappointingly most of the 
graphics are purely cosmetic; am- 



mation is limited and movement is 
slow. The strong bass of the 
Amiga's tune is preferable to the 
high-pitched whine of the ST. 

Street Fighter is too easy to 
master, and suffers from delayed 

~~T~ 



joystick response. The ST delay is 
less than half a second so at teast 
some game-flow is kept, but the 
Amiga is even slower making it 
very frustrating to play. 

The converters have also lost a 
vital and enjoyable element of the 
original coin-op - the pressure 
padson the arcade machine which 
allowed you to punch and kick at 
three different strengths. This 
device has obviously been sac- 
rificed for conversion, and a joys 
lick canno' hope to emulate the 
fun of physically attacking the 



machine. 

Street Fighter is a prin «■ - ■ 
pie of a 16-brt conversion with 
worse gameplay than its 8- bit 
brothers, reiying only on its 
superior graphic capabilities. In 
short, nice graphics, shame about 
the game. 

ATARI ST: OVERALL 
54% 

AMIGA: OVERALL 
5t% 




Very nice to took at but frustrating and painfully stow to ptay- Amiga scram 



VERSION UPDATE 



hero struts mechanically around a 
screen which scrolls very jerkily 
But Bermuda Project has a useful 
pause option and although the 
graphics are poor and the sound 



effects sparse it has some degree 
of depth and arouses sufficient 
curiosity to keep you playing for a 
short while. 

AMIGA: OVERALL 60% 



BERMUDA PROJECT 

Mirrorsofl 



Amiga: £24.99 

THEY say lightning never strikes 
the same place twice, but the pilot 
m Bermuda Project might 
disagree. Reviewed on the 
Atari ST in TGM008 (61%), the 
mystenes of the Bermuda Triangle 
are revealed once again to the 
unfortunate aviator in this Amiga 
version. 

You. as a top journalist, have 
been assigned to investigate a 
spate of unexplained 
disappearances in the Tnangle. 
But a storm forces you to make an 
unscheduled landing on an island 
deep within the mysterious 
zone . . . 

Time has no meaning on the 
island, and throughout your 
adventure you'll meet people and 
objects from all eras. By getting 
them to help you. or by avoiding 
them, you must survive to find 
another plane and fly to freedom. 

Playing in real-time, you control 
the main character by mouse and 
option menus. Options available 

include EXAM1N€ H GET, DROP, USE. 
attach, and SAVE/LOAD. 

The small, crudely-animated 




The -iiar etf (. oom 
K i o,H above uour 
head Mo 

appear* to be in a 
Kurrq to I et you 
in" 



Access to the village is gained by smashing down ttw gates - now where did you leave thai jeep? 
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REVIEWS 



HELL TA 

PLAY 



HELTER SKELTER 

Audiogenic Software Limited 



Cross Breakout with a clastc Panic-style game and 
fertilise with a hint of Pac-Man, and what have you 
got? Hefter Skelter, a great 16-bit game from the 
creators of Audiogenic's big hit, impact, John Dale, 
Adrian Stephens and Spiny Norman. 



Consisting of 80 screens played 
against the clock Helter Skelter 
features platforms and barriers 
patrolled by an assortment of 
comic monsters. 
Your objective is to squash all 



monsters on each level before 
progressing to the next. You're 
given control Of 3 red ball which 
can be manoeuvred left or right 
and made To bounce to varying 
heights. Control 1 , whether mouse, 



keys or joystick, is tricky to master 
at first with the ball proving difficult 
to get to the desired area of the 
screen. However, as is the case 
with many such games, practice 
makes perfect. 

Monsters have to be killed off in 
strict order. Your next victim Is 
indicated by a yellow arrow above 
its head. Should you attack an 
un highlighted monster, it divides 
leaving two mini-monsters behind 
- more to deal with, 

Freeze a crowd 

Icons pop up throughout play 
which, when collected, award fea- 
tures such as warp, extra time, 
time freeze and monster freeze. 
Additionally, collecting the letters 
E.X.T.R.A gains you an extra life. 

Two players can simultaneously 
tackle the problems posed by Hef- 
ter Skelter, one controlling a red 
ball the other a blue. Screens 71 to 
80 inclusive are two- player 
screens only, and only 70 screens 
are accessible when playing solo. 





Customizing the play area is easy using the built-in screen- designer - Amtga Kwn 



[■■■■mill 
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Go for the monster with the arrow above his head, if you don't you'll have twice as mony to fight- Amiga screen 



Creator Skelter 

If you're not content with 
the 80 screens already 
available in Hefter Skeiter 
you can create 48 more 
using the built-in screen 
designer. This allows you to 
custom-build screens - 
from choosing background 
colours to deciding the 
speed of the monsters' 
movements. 

The designer is mouse- 
controlled, using an on- 
screen pointer to select 
menu options. Platforms 
can be added or deleted 
and co-ordinates are dis- 
played to make planning 
your screen easier. 
Monsters can be placed 
wherever you wi sh and their 
direction and speed (on a 
scale of 0-7} chosen. You 
may then select start posi- 
tions for the balls, skill 
levels and bonus scores. 
The designer is easy to use 
and complements the 
game very well. 



Every ten screens a password is 
given from where the action may 
continue when a new game is 
begun. 

The impact authors have 
created an excellent game in Hot- 
ter Skelter, one which compels 
you to see just one more screen. 
The gameptay is enjoyable and 
particularly rewarding when a level 
is completed. 



ATARI ST, AMIGA 

Diskette: £14.95 

Both versions are identical, 
right down to the passwords 
used- The graphics feature a 
cartoon style humour which 
makes the game incredibly 
addictive to play, and the 
sound is similar to Impact in 
both spot FX and the occa- 
sional short, but sweet jing- 
les, with a digitised voice yel- 
ling out to indicate when a 
letter appears on-screen, 
Heiter Skelter is one of the 
most fun games of the 
moment, and at a nice price 
too. 

OVERALL 87% 



OTHER FORMATS 

Plans to release 8-bit ver- 
sions depend on how well the 
ST and Amiga games sell. 



11 An excellent game, 
which compels you 
to see just one more 
screen" 
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Fighting your way to the top of the screen to bk>w up on* of the many oas^5 and so weaken Pomander's opwnr 

DESPOT MEASURES 



Jeep at half the 
price 

Armed with grenades and a 
machine gun, survival is tough 
unless you can steal a jeep. Once 
in the driver's seat you speed 
along with a second player man- 
ning the machine gun. Unfortu- 
nately the battleground ts divided 
up by huge r rmpenetrable walls so 
a jeep won' l get you everywhere. 

Once out of the jeep you lob gre- 
nades al doors to access other 
areas, earning poinls and medals 
for liberating any prisoners you see 
in the secret passageways, and tor 
collecting gold. 

In the main part Fernandez Must 
Ore looks and plays much like 
another Commando-clone, but 
bolted-on special features make it 
nonetheless very worthy. The 
simultaneous two-player game is 
good, while the strategy comes in 
plotting your route to the eight 
bases and mapping those exits 
not shown on the map. 

Fernandez Must Die is to include 
a badge and a humourous map of 
the world m its packaging. 



FERNANDEZ MUST DIE 

Imageworfcs 



ony Crowttier is a British Commodore programming 

Tname to reckon with. He's worked for as many soft- 
I ware houses as most of us have had hot dinners, 
i Alligata and Gremlin Graphics being just two such. A 
recent title was Zig-Zag, designed by David Bishop, who 
also cooperated with Tony on this game. 



The overthrow of a democratic 
government and the establishing 
of a dictatorship by General Fer- 
nandez has thrown the state of El 
Diablo intochaos. The countryside 
is crawling with soldiers as a small 
truck deposits democracy's last 
hope . * * 

To successfully overthrow the 
dictator you must find and destroy 



the eight military posts which form 
the base of his power in the land, 
then assassinate the despot him- 
self, Before you can get to him, 
however, you face the full force of 
the state's military: paratroopers, 
bikers, tanks, trains and even 
battleships all aim to prematurely 
terminate your mission. 



COMODQRE 64/1 28 

Cassette: £9.99 
Diskette: £12.99 

A pleasant intro tune sets the scene for some nice graphics. The 
battleground graphics are rather bland, utilising washed out col- 
ours, but the secret passages are better and the sound FX effec- 
tive. An average Commando- type game with an above average 
two-player mode. 

OVERALL 71% 



OTHER FORMATS 

Conversions are due for 
Spectrum 48/1 26, 
Amstrad CPC (both 
Cass and £14,99 disk), 
Atari ST and Amiga (£24.99). 
These are all due by the 
beginning of November. 



"An average Com- 
mando-type game 
with an above-aver- 
age two-player 

mode," 



VERSION UPDATE 



DREAM WARRIOR 

US Gold 



Amstrad CPG Cassette; £9.99, Diskette: £14.99 



THE nightmare continues. Follow- 
ing a mediocre Commodore 64/ 
123 game (TGM009, 51%), and 
even worse PC and Spectrum 48/ 
128 versions rTGMOIO. 27% and 
29%), Dream Warrtor now goes 
bump in the night on the Amstrad 
CPC. 

Scientists just can't stay out of 
trouble, it seems, and here the 
objective is for you to rescue three 
fellow researchers from the 
clutches of the world-dominating 
Focus Corp, Two are imprisoned 
in the offices of Mega buck Inc, 
perhaps a futuristic subsidiary of 
US Gold, and another on a giant 
two-headed snake the size of a 
planet. 

The battlegrounds are dreams, 



and if you fail you'll wake up insane 
- 1 i ke all the other people who have 
fallen foul of Focus' dream demon 
weapon, and probably many of 
those who bought the PC version. 

The game begins in the offices 
of Megabuck Inc where you shoot 
small demi-demons and collect 
the glowing globes they deposit; 
Blue globes build up images of 
your companions, who can be 
rescued when their image is 
complete. 

Gameplay on the snake-planet 
also involves shooting demi- 
demons. And a black hole is con- 
cealed within the battlegrounds, 
where Occular - the ultimate 
dream monster -can be found and 
defeated to finish the game. 



The Amstrad CPC version has 
reasonable graphics, but sound is 
restricted to an effective gunshot 
effect. And the aliens are very 
Slow-mpving, making play 
painfully laborious. This is a bad 



version of a poor game - let it sleep 
in peace. 

AMSTRAD CPC: OVERALL 
29% 




The aptly named Dream Warrior is a great cure for tns&irfma 
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VERSION UPDATE 




Atari ST: E19.99 

THERE'S no clone like a good 
done, and we've already 
welcomed ttie Giana sisters on 
Commodore 64/126 and Amiga as 
simply- presented but addictive 
cousins of those Mario guys (The 
fl-bit version received 82%, the 
16-bit 78% ) 

The objective is for Giana to 
safely pass through 32 stages and 
collect a magic diamond - 
presumably a magic girl's best 
fnend. 

Standing, flapping and 
bouncing in her way are snapping 
lobsters, irntable owls, 
disembodied eyes and rough 
lough spiders. 

It may be a bit unladylike, but 
G:ana can try to jump on these 
obstacles and flatten them. And 
between owl-squashmg sessions 
she can turn to a touch of gentle 
head- butting: bashing special 
rocks earns extra lives. 

In the two- player version, Giana 
takes turns with her sister Maria, 
rampaging through alternating 
sequences of arcade action. 

A fire wheel turns Giana or Maria 
into a punk who can smash stone, 
lightning gEves her lethal dream- 
bubbles to spit, strawberries make 



the bubbles home m on enemies, 
clocks put creatures to sleep, 



magic bombs have the same 
effect as smart bombs, waiter- 
drops help with fire and a lolly 
gives an extra lite. 

Also on the Super Mano Bros- 
style screens are warps to higher 
levels, hidden chambers and an 
unlucky dragon called Fucha. 

The ST version recreates the 
simple graphics of the Amiga 
almost exactly, and imitates its 
continual tune as well. 



REVIEWS 



The scrolling introduction is 
amazingly fast here> yet strangely 
once the main game starts flip 
screen techniques disappointingly 
take over. This can be 'rntating at 
times, but doesn't seriously affect 
the compelling gameplay - highly 
recommended for St per Mario 
Bros fans. 



ATARI ST: OVERALL 75% 




VERSION UPDATE 



TANGLEWOOD 

MicroPrtJse 



Amiga: £19.95 

UNCLE ARTHUR lost the 
papers proving his planetary min- 
ing rights. And they've become 
extremely valuable since the dis- 
covery of Dog-Crystals and Ice- 
Emeralds. The planets T'ngl-y- 
wd, and TGM visited it before on 
the Atari ST. The review (TGM 003) 
slapped this innovative arcade 
adventure across the wnsts for an 
irksome control method, which on 
the Amiga is marginally improved. 

The company Uncle Arthur 
bought the rights off now claim 
they never sold them, and have 
reactivated their base on the 
planet to resume mining. Uncle 
Arthur's only hope is to find the 
papers. But his computer-control- 
led mining mobiles are -to say the 
least - antiquated. He needs 
someone who's a whiz with com- 
puters . . . 

Having accepted the job (after 
all it could make you rich) you are 
confronted with an overhead view 
scanner set in an archaic console, 
which provides rnformation on a 
teletype machine. 

A window announces found 
items wrth a mechanical bell, and 
accessing data on the mobiles is 
done by flicking switches. Using 



the mouse to manipulate these 
systems gives a unique, and 
atmospheric sense of some Victo- 
nan-styied future. Control of the 
mobiles {all of which have different 



capabilities) remains difficult, 
however, and even with a direction 
arrow added, practice remains 
essential to gam full control. 

To get Uncle's papers you have 
to explore the environment, pick- 
ing up objects to repair mobiles, 
trade with the natives and so on. 
The overhead view is perfectly 
mapable. but in certain places - 
such as Tanglewood forest - you 
switch to a first-person viewpoint 
which, maddeningly, isn't. In the 



Treetops this can lead to the plug 
being pulled on the game as save/ 
load functions are not available m 
such places. 

The Amiga version is very similar 
to the ST one, but that's no bad 
thing with such attractive 
graphics. One of the best 16-bit 
graphic adventures around - if 
you've the time and patience. 

AMIGA: OVERALL 79% 



Mobile five walking on wat&r searching for those elusive dog crystals 





REVIEWS 



THE ULTIMA 
COMPUTER RPG? 



ULTIMA V 

Origin Systems/MicroProse 



Britannia suffers a hell of a lot. It must - it's featured in 
four Ultima games already! Origin are known for their 
strategy and role-playing games, from the cybernetic 
tank of Ogre to the mystical oriental magic of 
Moebius. But best- known for the Ultima series, a more 
traditional sword and sorcery setting for an RPG. Subtitled 
Warriors Of Destiny, the fifth episode now reaches the 
computer screen. 



if you have played Uttima iV, you 
cart toad in your saved character, 
ottwwise one must be created. 
This is done by visiting a gypsy, 
who awards you character attri- 
butes according to your replies to 
moral questions- The eight virtues 
are Honesty. Compassion, Valor, 
Justice, Sacrifice. Honour, Spiritu- 
ality, and Humility - celebrated by 
towns named after them. Your aim 
m the Uttima series is to increase 
these personal attributes. 

But more immediately important 
to the player are the standard RPG 
variables: experience, health, 
strength, intelligence, dexterity 
and magic levels, hit and expen- 
ence points - and Britannia's 
appalling troubles , . . 

You have been summoned, 
once again, from modern-day 
Earth, by the power of a Codex 
medallion to Britannia. Your knight 
friend Shamino greets you, but 
almost immediately is wounded by 
a trio of ShadOwlordS- 

Your Ankh amulet frightens 
them off, leaving you to support 
the weakened Shamino on the 
short eastward journey to lolo's 
humble home, where he tells you 
what's up, 

An attempt to raise the Codex 
from its resting place in the AbySS, 
resulted in the breaching of Britan- 
nia's crust, A cavernous void, 
Jinked to the Underworld, opened, 
It's a breeding ground fur 
monsters far worse than those 
which previously roamed Britan- 
nia, just waiting for the opportunity 
to wreak havoc throughout the 
land. 

A tunnel was discovered, which 
provided an entrance to the 
Underworld. Lord British and six 
knights set off to explore it, but 
only one knight returned, for even 
these skilled fighters were no 
match for the atrocities they f ou nd . 
and the exulted leader is feared 
dead. 

Blackthorn has taken over, and 
under the influence of the 
Shadowtords - hooded figures 
with spooky, glowing eyes - has 
become a tyrant. AJ1 man of good 
faith have been banished. 

As Shamino slowly regains 
strength, lolo tells you of the hor- 



rific consequences of the Codex's 
retrieval. You have been sum- 
moned, at great risk to those 
responsible, to lead a quest to find 
Lord British, and to help him 
restore peace and democracy - if 
he still lives. 

Happy talking 

Your party of three is displayed in 
the plan -view landscapes as a 
single figure, together with the 
party list, command area and party 
assets panel which make up the 
RPG elements. Movement - joys- 
tick or cursor keys - is in the four 
compass directions. Commands 
are entered on the keyboard - 26 
are used in the game. One in par- 
ticular is very useful; your party 
may be expanded by having a 
friendly talk with a character. His 
joining you will be of great use in 
venturing into the dark and 
dangerous Underworld beyond 
Spiritwood. 

Combat is inevitable during your 
exploration of both Britannia and 
the Underworld, and an expanded 
view ol your location is then given, 
each character now shown indi- 



vidually. Control cycles through 
your parly members, one action, 
offensive or otherwise, made per 
turn. 

Selecting attack brings up a cur- 
sor which may be pointed at the 
target, provided it lies in an adja- 
cent movement square. 
Slaughtered enemies may leave 
behind treasure, food or magical 
items, which are obtained by the 
get command. 

Spells may only be cast by 
characters with sufficient magic 
points, which also determines 
their sophistication. There are 
eight orders of power, and each of 
the 45 spells needs a mixture of 



ingredients and magic words. 
Objects imbued with magical 
properties can be easily Used, 
needing no special processes. 

Presentation, both in the prog- 
ram itself and its packaging, is 
excellent. The box includes a cloth 
map of Britannia and a Codex of 
Ultimate Wisdom coin, to supple- 
ment a detailed Book Of Lore, 
which tells of all aspects of Britan- 
nian life, and two player reference 
cards. 

Arcade players could gam hours 
of enjoyment from this, opening 
the area of role-playing games to 
them with one of the best of the 
genre now available. 



PC Diskette: £29.95 

Good use is made of the EGA card. Atmospheric stills accom- 
pany the introduction and character -creation text, and colourful 
characters match the pleasant scenery of the main game. The 
strange land is full of yet- stranger creatures, from which both 
useful and obscure statements can be drawn by careful use of 
the talk command. They add interest to an already enthralling 
game. 

OVERALL 91% 



OTHER FORMATS 

A Commodore 64/126 game is due for release In mid- 
Sept ember, disk only at £24,95, with Amiga and Atari 
ST formats expected toward the end of October, Drice 
£29.95 



"Arcade players could gain hours of enjoy- 
ment from this* one of the best of the 
genre" 



Looking more tike an adventure than a rolepiaygame. Ultirn r> \i wreak $ of a tmosphere and se tx a high standard for future 
PC games 
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Far f fon your nind while strolling through the neath 
woods is the runor of a Mysterious gypsy wagon that son 
darned to have seen. But then you see the colorful 1*10901 
sitting in the valley below. Strangely, you find yovrsel 
drawn to the 1*1090*1. As you approach, a mohqn's vaic 
f ron inside soys, 'Enter, 0 Seeker/ 

Upon entering, you find an old gypsy sitting in a cm 
tatned roon. In front of her is a table upon which sit tw 
incense bowls. The ancient gypsy sniles as she says, 'W 

have been waiting such 





EMERALD MINE 

A giant arcade adventure which has 
received rave reviews. Each level 
has its own unique solution and 
requires ingenuity and dexterity to 
complete One player or two players 
TEAM actwn for added enjoyment 
AMIGA 5114.95 

CBM64.PLUS 4 £7.95 (0) £9,95 



STRIP POKER II PLUS 

A sterling evening wrth 



AMIGA ST- IBM -ARCH. £14.95 
SP AMS MSX BBC ELECTRON 
CBM64 PLUS 4 £7.95 



ROBBEAHY 

Bertie, an agile and clever bear has 
targeted a lamous 24 Doors stare tor 
his last and most daring ROBBERY 
With no alarms or visible guards and 
fabulous ireasures, yet t\ has been 
avoided like the fHague by the 
rr mmal fraiermty Bertie soon 
discovers why? 
AMIGA £19.95 



HIGHWAY HAWKS 

Grand Prix driving skills is essential 
to negotiate the crowded highway at 
speed Obliterate the assassins cars 
and ihe ones lhat get in your way 
but keep the tiger m ywjr lank led, 
the engine cool and the lyes ana 
steerng inlael Acquisition ol faster 
cars and lethal weaponry depends 
on your driving and trading skills 
AMIGA El 9 95 (2 DISCS) 






MANIAX 

Mamax relentlessly pursued by 
the creature undertakes to clear 
the thick fog engulfing the world 
capitals. An addictive game 
requiring quick thinking and 
aciton. 

AMIGA ST IBM £19 95 
CBM64 PLUS 4 £7.95 (D) £9,95 



QUANTOX 

Progress through 24 levels of this 
fast and furious action. Lightning 
responses ate secondary to the 
strategic choices between better 
weaponry or better defence. 
AMIGA £14.95 



FACE OFF 

Experience the sheer pace and 
exhilaration of ICE HOCKEY. Be 
prepared for the body checks, 
fouls and rough play. League 
competitor. 1 or 2 player option. 
AMIGA ST IBM £14,95 





STRIP POKER II PLUS DATA DISCS 

Requires Strip Poker II Plus disc 
to load 

Disc 1 Beverly & Dawn 
Disc 2 Lee & Roy 
Disc 3 Suzanne & Bienca 
Disc 4 Rachel & Kim 
AMIGA ST £9.95 



DAWN 



MICRO TEXT WilCRO BASE 

Ideal for home and business use. Menu driven to enable a novice to use 
powerful capabilities with minimal reference to the tutorial manual. 
Micro base - a powerful data base with fast SEARCH and SORT facilities 
includes a very flexible label printer. Sorted files can be used by the Micro Text 
word Processor to send personalised letters. A boon to any Club Secretary. 
AMIGA £19.95 EACH 



^51 



BEVERLEY 



AfeXGO 



ANCQ SOFTWARE LTD, UNIT 9-10 BURNHAM TRADING ESTATE 
OFF LAWSON ROAD, DART FORD, KENT DA1 5BH TEL: 0322 92513 
MAIL ORDER HOTLINE: 0322 522631 FAX NO: 0322 93422 
PAYMENT BY CHEQUE, P.O., VISA OR ACCESS 



SUMMER OLYMPIAD 

Tynesoft 



MINDED 



y n esoft appro pri ate I y release d Winter Olympiad back 
T in February and now, on the eve of the Seoul Olym- 
pics, we get the summer sequel. The man behind the 
16-bit game is Paul Drummond while Michael 

Land ruff handled the visuals on the 8-bit versions. 
As numerous forthcoming 
documentaries will doubtless 
remind you, the modern Olympic 
Games originated in 1fl96 due to 
the efforts of Baron Pierre De 
Coubemn. The first Games were 
held in Athens, where the Greeks 
held their sporting competitions in 
ancient times, 

Tynesoft, quite sensibly, have 
limited their coverage of the 
Games to just five events: Skeet 
Shooting, Fencing, Tnple Jump, 
High Diving and Hurdles. In each 
event, including fencing, players 
take turns rather than compete 
directly against each other. 



Seoul man 

The Skeet Shooting appears to be 
quite authentic, featuring seven 
different shooting positions 
around two firing traps. During his 
turn a player progresses through 
the shooting traps, with trie angle, 
speed, and height varying accord - 
ingly. Clays are released as soon 
as the player moves the joystick 
upwards and shots are strictly 
limited. The difficulty m thcs evenl 
comes from the need for swift and 
accurate reactions, rather than 
simply hitting lots of targets 
quickly as in Hypersports. 

Fencing originated in 
Elizabethan duelling matches, but 



fire button makes you lunge for- 
ward, and advance or retreat is 
controlled by moving the joysnnk 
forwards and backwards. The 
number of hits needed to win a 
round varies from machine to 
machine, but all versions have a 
time limrt. 

The Triple Jump is more play- 
able with the player running down 
a track, using left or right rhythm i- 



ing and enjoyable sports, particu- 
larly on the Atari ST where a 
detailed breakdown is given over 
the allocation of marks. Moves are 
restricted lo tucking/untucking, 
speed of rotation and piking. 

Hurdles are not much mora 
complicated, but keeping speed 
up with joystick waggling while 
correctly timing jumps is a tried- 
and-tesied formula. 




Gotng skeet crazy as you attempt 1o shoot the incredibty small, fast moving day discs - Atari ST screen 



the Tynesoft game captures little 
of the sport's subtlety. Left or right 
on the joystick gives a riposte or 
parry respectively, pressing the 



cally to build up speed until pres- 
sing fire and using up and down to 
set the correct angle for each leap. 
Diving is one of the nicest look- 




Power, correct angles ana a quick wrist action aro the unusual r&quimmants for making a good tripta-jump - Atari St 



COMMODORE 64/128 

Cassette: £9.95 
Diskette: £14.95 

This version uniquely fea- 
tures a side-on view of the 
hurdles. Everything is 
sufficient but nothing is out- 
standing, and the game 
doesn't compare that 
favourably with the soon-to- 
be-released Epy* offering, 
Gold Silver Bronze, 

OVERALL 74% 



PC 

Diskette: £24.95 

The PC game offers an8-col- 
our CGA mode tor '100% 
compatible' Amstrads, but 
there's no EGA option. 
Nevertheless even in 4-col- 
our mode the graphics are 
well-drawn with an accept- 
able intro tune. Unfortu- 
nately the gameplay is very 
weak with the Skeet Snoot 
being too fast, while the Hur- 
dles demand jumps be timed 
even before they appear on 
screen. 

OVERALL 63% 
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REVIEWS 




The very attractive opening ceremony features baNoons, an air ship ami ffw iigMing <?t the famous torch - 
Commo etort €4/128 screen 



ATARI ST 

Diskette: £19,96 

The loading of each event is 
accompanied by an excellent 
picture, and presentation 
throughout is first class. On 
the Hurdles section, for 
example, the 'camera 1 
begins high up, then 
smoothly pans down behind 
the hurdlers. The whole 
game is playable, but makes 
no substantial improvement 
over 8-bit versions. 

OVERALL 77% 



OTHER VERSIONS 

Conversions are imminent 
for the Spectrum, (cass: 
£9 95, disk: £14.95) and 
Amiga at £19,95. 



"The gameplay Is 
very weak" 



VERSION UPDATE 



VIXEN 

Martech 



PC: £24.99 

REVIEWING Vixen on all three 8- 
bit machines together with the 
Atari ST in TGM008 (Commo- 
dore 64/128 61%, Spectrum 48/ 
t28 60%, Amstrad CPC 42%, 
Atari ST 61 %} would be enough to 
give anyone whiplash, but now a 
PC version has come along with 



some very impressive use of the 
EGA (Enhanced Graphics Adap- 
ter). 

The gameplay remains the 
same, with Vixen, in Corinne Rus- 
sell form, running to complete a 
level before time runs out. whip- 
ping evil denizens into shape and 
collecting fox heads along the 
way. 

Once enough fox. heads have 
been collected a bonus section 
comes into play at the next end-of- 
level stage. Vixen is transformed 
into a fox in a well-animated sequ- 
ence, and here the aim is to collect 



a megawhip and as many jewels 
and megaiewels as possible 
before time runs out. 

Megajewels are used to multiply 
the score at the end of each level - 
but if a life is lost so are they. And 
on Ihe higher levels the whip is vital 
as the monsters are much tougher 
to deal with, 

Of all the versions so far r the PC 
game makes dr amatically the best 
use of rts machine. Even the impre- 
ssive digitisation of Ms Russell 
pales - or should that be greys? - 
against the spectacularly colourful 
jungle and the creatures that 



inhabit it. 

Apart from the absence of the 
ST's bright skies, the two versions 
are visually very close indeed. The 
PC even manages a relatively 
good attempt at a tune. 

But payability remains rather 
weak - especially because if you 
don't possess an IBM-type joys- 
tick, the keyboard has to be used. 

Still, overall this is an excellent 
example of what the PC can do 
when pushed. All praise to Mar- 
tech for the obvious care taken on 
this commendable conversion. 

PC: OVERALL 72% 




Cormne Russstt never took&d so good. The PC version o/Vixen is a brilimnt conversion, - now ti someone willontydo this to a reaity good garnet 
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SPECTRUM 

7.95 



AT LAS 

A WORTHY SUCCESSOR 
THE EVER POPULAR MATCH 

FOOTBALL SIMULATION 
A CAME WHICH H 
REMAINED IN THE READ 
CHARTS FOR J YEA 

Written once again by ion Rltman and Bernle Orummond this NEW March Day Ji 
result of all the customer feedback and advice on how to create the pinnacle In computer *©< 

Pit yoursel f again* t the CPU or w ith 2 players - full league or cup competition with unique code - save facility. 
Jump,, head, volley and kick (using the kick meter] to move the bail from player to player with automatic 
deadbail set ups and goalkeeper control. 
DIAMOND DEFLECTION SYSTEM™ ( -mu res realistic ball 
ricochet and the action comes with 

full musk and sound FX 
? If you want the very best In foot- 
ball for your micro then there's only 
one choice... MATCH DAY II with 
multi-menu system makes the home 

computer come alive. OCW1 j s the registered trademork of Ocean Software Limited 



commooore mm 

8.95 




REVIEWS 



VERSION UPDATE 



OVERLANDER 

Bite 



Spectrum 4S7128: Cassette E7.99, Diskette: E12.99 
Amstard CPC: Cassette £9.99, Diskette: 14.99 



what more could any gamesplayer 
ask? Haigh Hutchinson program- 
med this most satisfying game, 
Gary Tonga did the visuals. 

Ov&rlander needs speed to 
work, something it achieves quite 
well on the Spectrum, The road- 
scrolling is smooth with hills and 
dips creating an effective impres- 
sion of movement amid the con- 
stant action. Oncoming vehicles 
are detailed and look good despite 



with the background, rendering 
their fire difficult to see. 

On both 4SK and 128K 
machines sonic presentation is 
impressive with highly effective m- 
game sound effects and an enjoy- 
able 128 title-screen tune 

Unfortunately, the Amstrau 
Overt tender looks to be a straight 
converston of the Spectrum game, 
complete with monochrome 
graphics and restricted use of col- 



BREAK-NECK speeds, smooth 
screwing, death and destruction - 



Stow but piayabie, Overland*r purrs on to the Spectrum amid a scrvoch of 
tyre* 



Looh/ng very much (ike tho Spectrum game Over lander on the Amstrad is a bit I being monochrome - a feature 
of a let-down. which tends to make trucks merge 
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ours. Minimal effort has been put 
into the game's translation, mak- 
ing it most unsatisfying to look at 
and play 

What the Z80 conversions do 
have is the payability of the origi- 
nal ST game (62% in TGM010) 
The challenge is tough to begin 
with but the extra weapons you 
can buy as you progress make the 
going easier. Gameplay is helped 
by the rapid response of the car. 
and the high degree of control you 
have over the vehicle. The extra 
equipment and weapons on offer 
provide a moderate amount of 
depth and variety. Overiander is 
well worth a look if you want 
aggressive automobile action. 

SPECTRUM 43/128: 
OVERALL 74% 
AMSTRAD CPC: OVERALL 
63% 

Whoops 
Apologies 

I n TG M0 1 0 we stated that the Atari 
ST version of Overiander was wnt- 
ten by Richard Underfill! when in 
fact Darren Pegg was responsi- 
ble, Richard Underbill actually 
converted the Commodore 64/ 
128 game. We apologise for this 
blunder - the reviewer >n question 
has been subjected to horrors 
unmentionable. 
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LIKE A RIND- 
BLOWN SOW PLOY 



PSYCHO PIGS UXB 



US Gold 



he swine starring in Psycho Pigs UXB make Animaf 
| Farm's tyranical Napoleon look a total boar - these 
pigs are reaHy out to bring home the bacon. The game 
is licensed from the Jaleco coin-op, Pigs And Bom- 
bers and renamed by US Gold staff following a memo sent 
round requesting an apt title. It was converted by Soft- 
ware Creations (Bubble Bobbie and Bionic Commandol 
fame. 

In an intergalactic pig-sty the 
toughest, meanest porkers are 
gathered together to once and for 
all sort out which of them is the 
Psycho Pig of the millenium. 
Hopefully it will he ynu or a friend 
- Psycho Pigs can be played solo 
or by two players simultaneously. 



Dicing with pork 

The arena is set on one screen and 
before play commences opposing 
pgs and bombs are positioned. 
Each bomb has a different fuse 
length {ranging from f rve to 20 sec- 
onds). Your objective is simple - 
pick up a UXB (UneXploded 
Bomb) and lob it at an opponent. 

Bombs hitting pigs explode 
them, sending your targets to that 
great sty in the sky. However, 
should one miss, the timer con- 
tinues to counts down to zero and 
then explodes, taking the life of 
any nearby pig. Killing off an 
adversary rewards you with an 
icon to give your pig additional 
power, speed, stun or a protective 
coat. 



SPECTRUM 48/128 

Cassette: £8.99 
Diskette: £14.99 

Psycho Pigs UXB looks good, 
it's a shame that play is mar- 
red by stow joystick/key 
response, The 128K version 
features a mad-cap theme 
tune and spot FX. Graphics 
are minimalist - incorporat- 
ing monochromatic pigs and 
bombs plus some decoration 
outside the play area. Appe- 
aling at first, Pyscho Pigs UXB 
loses its humour after a few 
goes - taut not its simplicity. 

OVERALL 52% 



m 






After every third screen, there's 
a bonus round, From 16 hotes up 
pop sows and your pig must kiss 
as many as possible to rack up a 
score. You carry on kissing and 
killing until all your three lives are 
lost A credit feature enables you 
to continue a game from the 
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Although not finished for ff*e Commodor* 64/t38 at the time of going to press, 
w# thought you might tike to se& what it look* tikm anyway 




Bombing around and making a pig of 
yourself is afi it takes to win in thia 
game - Spectrum screen 

screen on whfch you died, 

The action is incredibly silly, and 
for that reason quite captivating, 
making a welcome change horn 
senous simulations and hard-core 
shoot- em-ups, 



OTHER FORMATS 

To be released shortly on 
Commodore 64/123 and 
Amstrad CPG, both E9 99 
cass, £14, 99 disk. 



"The action Is 
incredibly silly, and 
f or that reason quite 

captivating" 



mmaaaaaa^aaaaaaaaaaaaaaaWam 
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REVIEWS 



VERSION UPDATE 



Rotorhead 



GUNSHIP 

MicroProse 



Amtrad CPC: Diskette: £19.95 

ORIGINALLY released on the 
Commodore 64/128 in April 1987, 
Gunship was highly acclaimed for 
us depth and the sophistication 
and fine detailing of the helicop- 
ters various display systems, Sub- 
sequent versions on the PC 
(TGM004 B1%) and the Atari ST 
iTGMOOS 85%) were greeted 
equally warmly, and now the 
Amstrad CPC version is finally 
upon us. 

You are placed in the cockpit of 
a US army AH-64 Apache helicop- 
ter, one of the most advanced bat- 
tle helicopters in the world. The 
Apache has a maximum airspeed 
of 1 84 mph, and can be armed with 
Folding Fin Aenal Rockets (FFAR), 
Hellfire and Sidewinder missiles, 
and an automatic Chain Gun. 

The controls at first look daunt- 
ing as you climb aboard, but the 
manual is extremety comprehen- 
sive and is essential reading 
belore take-off. 

Altimeter, airspeed indicator, 
artificial horizon and rotor-speed 
meter are fust a few of the dials 
which surround the main view. 

The Apache has a special infor- 
mation system known as IHADSS 
- Integrated Helmet And Display 
Sighting System - which controls 
various optical systems and relays 
them to an eyepiece built into the 
pilot' s helmet This is of most use 



for TADS - Target Acquistion and 
Designation System - which 
tracks potential targets and relays 
information. 

You engage in a choice of five 
East/West conflict areas, from 



J Right Training in the USA, where 
the enemies use blank ammuni- 
tion, to 3rd Armoured Division in 
Western Europe, facing massed 
opposition. The realism of flight 
can be altered, with flying style 
simprfied. weather conditions and 
enemy equipment changed to suit. 

Using the B-bil processor, the 
graphics of the Amstrad CPC ver- 
sion are limited compared to the 
Atari ST and the overall presenta- 
tion is more akin to the Commo- 
dore 64/126 game. 

The update speed of the vector- 
drawn landscape and vehicles is 



fairly slow, but this does not affecl 
enjoyment when battle com- 
mences. Sound is restricted to a 
basic rotor-blade effect, simple 
explosions and the occasional 
bleep. 

A wealth of information is availa- 
ble, as ever, from the rietniled 
MicroProse manual, and gamep- 
lay is easily as good as the Com- 
modore 64/1 28 version. All in all. 
an absorbing and challenging 
helicopter combat simulation. 
AMSTRAD CPC: OVERALL 
81% 




F MUSED 
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Our young bJtKte joins the Rotary club and takes off in his Apache chopper 




VERSION UPDATE 
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Spectrum 43/128; £8,99 Cassette, £12.99 Diskette 



DJL SOFTWARE are responsible 
for the Spectrum conversion of 
this Atan road-racing destruction 
coin-op, following the 
disappointing Commodore 64/ 
128 game fTGFvtOlO, 47%). 
Previously DJL have written Nig&f 
Mansett's Grand Prix which 
received 73% in TGM004 on the 
Spectrum 48/1 28 and 74% on the 
Amstrad CPC (TGM0Q6) 

This version of Roadbfasters is 
the most playable, primarily due to 
the vehicle's manoeuvrability, 
Your caf moves along the road 
with ease and responds quickly to 
joystick movements - although 
over-sensrtivrty is a minor 
problem. The scrolling techniques 
are slightly jerky and the slowness 
of the car doesn't help the 
situation. The track layouts are 
short and not too demanding, with 
the progressive difficulty pitched 
at just the right level . The backdrop 
of hills and cities are attractive but 
suffer from overall lack of colour. 



The sonics are well above 
average consisting of the purring 
of the engine, bullet fire and a short 
but sweet tu ne at the end of a level . 

For all of its bad points, most of 
which are down to the graphics, 
the Spectrum 48/128 version of 



Roadbfasters does have 
payability. It is this all-important 
factor which sets it above the 
Commodore 64/1 28 game, 

SPECTRUM 48/128; 
OVERALL 62% 
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Monochromatic tt maybe, but most of the fun of the arcade game has been kept- it's blast, damn find blast aii tft& way' 
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YOU START WORKING FOR MONEY. 




MONEY STARTS WORKING FOR YOU. 




Now there's a better way to handle your money. 

An Abbey link Card with an Abbey National 
Current Account. 

The Abbeylink Card lets you get your money out 
from a national network of eash machines 24 hours a day. 
seven days a week. 

Our Current Account is like a bank current account 
- only belter. You don 't just ^el I lie usual things like a 
cheque book, you '11 also get interest on your money. What's 
more, you won't pay a penny in transaction charges. 
Not many banks can offer you that. 

I f you "re 13 or over, you can get an Abbeylink Card 
and you can have a Current Account at 16. If you're 
18, you can also apply for a cheque guarantee card, 
overdraft or even a personal loan 

So just fill in the form below, take it to your 
local branch and ask about an Abbey National 
Current Account and Abbeylink Card. 

To help you keep tabs on your 
money, we'll give you a complete kit 
which includes a calculator. 

But hurry. Calculator stocks 
are limited. 



f§ 



4 



For your fra* Cmuiv-or , fill « ch*l hjnrm»i» take t% lo 
four iocal Abbey National brant*. YtHM Calculator will 
thefl be MTK lO you by POH wham your account hai bacn opa*>*it 
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PJUNAMI 



\ 



V FORENAMES 



ADOftESS 



POSTCODE 



AGE 



DATE OF BlftTH 



DATf 



CO 



/ 

i 



I'M AT SCHOOUCOLLEGE/WQMCING ^ir„ .. . 
DO YOU HAVE A BANK CUMjENT ACCOUNT 
DO YOU HAVt ANY OTHtH ABAEY NATIONAL ACCOUNTS 



YES/NO 
YEiHO 



Qffit* Uw; ANCA A/C NO 
BRANCH 



fABBEy 
NATIONAL 

THE MOST CURRENT ACCOUNT 



i J I, HUM This ofler clcnei J I U Oet*«**i lf*1p*»e alkw ?6 eUyi \ar df-livt-ry i 



VERSION UPDATE 



GAUNTLET 

US Gold 



PC: £19*99 

YOU ARE LOST in the depths of a 
dark, dank, dingy dungeon Of 
walls, wizards and wicked wraiths. 
To fight your way to freedom a 
choice of four dynamic characters 
is offered from which to select a 
champion - Thor the Warrior. 
Questor trie Elf, Thyra the Valkyrie 
and Merlin the Wizard, 

Viewed from above, your bid for 
sanctuary is marred by the deni- 
zens of the deep. Disposal of the 
malevolent monsters is achieved 
using either standard or magic 
weapons picked up along the way, 

Portals {when located) are used 
to access higher levels, Although 
defeating hordes of evil creatures 
really takes it out of even the most 
heroic hunks, food and drink can 
be picked up to sustain you. Keys 
are also yours to find and use to 
open bamers. 

The PC incarnation retains the 
features of the coin-op and incor- 
porates a fair degree of play ability. 
Graphically, it closely resembles 
the Commodore 64/128 game 
with sprites adequately represent- 
ing the dungeon characters (and 
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The hero doesn't stand a ghost of a chance against all these spooks - nevermind, at feast his death writhe pretty -even 
on the PC! 



we reviewed the Atari ST version 
in TGM 008 at 93%), Scrolling is 
juddery but not to the point of dis- 
traction. 
Gauntlet could have been 



improved by including varied 
background colours and properly 
defined walls - the mazes are dull 
in comparison to the livery sprites. 
PC sound, as always, consists of a 



few bleeps and warbling effects. 
However, it seems that Gauntlet is 
Gauntlet no matter what machine 
it appears on. 

PC: OVERALL 72% 



VERSION UPDATE 



Carry on cruising 



CARRIER COMMAND 

Rainbird 



Amiga £24.96 

RAINBIRDS FLAGSHIP for 1988 I 96%. hailed as a classic, a semi- 
exploded on the ST m TGM 007 at | nai game destined to change the 



state of software and almost cer- 
tainly Game of the Veer'. High 
praise indeed, Written by Real- 
time Software, Carrier Command 
now enters Amiga waters. 

An arcade/strategy/simuiaUoa 
you command the aircraft carrier, 
Epsiion in a battle against the com- 
puter-control led carrier, Omega - 
the prize being domi nation of a 
network of 64 energy- producing 
islands, 

Manta aircraft and Walrus 
amphibious tanks are on stand-by 
to provide air-attack and ground- 




a 1 



.2 



A 



—1003, -09E6 

BEhRINO ' 

THERfiOPyLRE 




Piloting a Manta attack aircraft, radar on, you swoop tow over the occupied island of Thermopylae 



strike capability. And there are 
laser cannon and earner defences 
- an awesome fighting force. 

Strategy plays a major pad m 
the game as unique island net- 
works can be created to suit your 
plans. Islands within the network 
can be defined to perform different 
tasks such as mining for 
resources, building supplies with 
the resources or defend key areas. 

Problems crop up continuously 
to keep you busy - the carrier may 
get damaged, supplies of 
weapons, fuel and equipment can 
run low and key islands in the net- 
work can be lost to Omega's 
forces, Trie latter problem is your 
main concern. With each con- 
quered island, Omega increases in 
power, expands its network and 
further tightens its grip on the 
island network. 

The solid 3-D graphics are 
primarily the preserve of 16- bit 
machines. Animation is fast, very 
smooth and equal to its ST coun- 
terpart. Sound has been improved 
with many effects beefed up, 
together with additions such as 
the hum of the carrier's engines 
and a brief Sentinel- style tune on 
the title screen. The speed of the 
earner has also been upgraded (as 
on later ST versions). 

The strategy/arcade action 
works very well, providing the 
same long-term challenge that 
kept ST owners burning the mid- 
night oil. A minor quirk is that the 
game does not take advantage of 
the Amiga s extra colours. But 
Amiga Carrier Command offers as 
much depth and entertainment as 
on the Atari ST. 

AMIGA: OVERALL 97% 
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REVIEWS 



IF I ONLY HAD A 
BRAIN 




After the megahype of Dracula. Jack The Ripper and 
Wot f man it's a surprise to find a CRL game that 
doesn't require all sorts of ID to buy. In fact simple, 
but effective presentation is true of the game as much 
as the packaging for this interesting game by first time 
programmer PJ Peatie 



computer, a hme-reiated bonus is 
awarded before the next round. If 
neither contestant wins, a tie- 
breaker question is asked. 

Br,iint>ox claims to include over 
3,000 questions and CRL plan to 
release a second data disk, 
although price and release date 
have yet to be set. The existing 
questions are anno n g the tgughesl 
we've encountered in this type of 
game, and winning a single game 
was quite an achievement. 

Question categories are Books. 
Science, Sport. Leisure. Races, 
History. Pot Luck and Art, with 



Br&mbox sets computer against 
player in a quiz-based version of 
noughts- and -crosses with a strict 
time limit. If you answer a question 
correctly you get a green cross 
and the right to choose the next 
square to be contested. Should 
you get it wrong, a red nought 
appears and the computer picks 
the next square, attempting to get 
its own line, thus winning the 
game. 

Tie-breaker 

All questions in a round should be 
correctly answered inside ten sec- 
onds - in total. Once a question 
has been asked you need to ans- 
wer as quickiy as possible - by 
pressing the relevant key - so as 
to preserve time for later ques- 
tions. Points are awarded for each 
correct answer and if you beat the 






points varying for correct answers. 
In one, prolonged playing session 
none of the questions came up 
again, while on rebooting only 
about two or three questions were 
repeats. Irritatingly the answers 
are not displayed if you get a ques- 
tion wrong, but at the same time 
this obviously prolongs the life of 
the game. 



ATARI ST 

Diskette: £19.95 

The screen graphics are sim- 
ple but effective. Sonically 
the game features some nice 
samples of speach, unfortu- 
nately the presentation of 
each question la accom- 
panied by a teeth -grating 
teletype effect - the volume 
control comes in handy at 
this point. Another drawback 
Is the lack of competitive 
two-player games 
Nevertheless for solo or 
team play this is a very origi- 
nal and enjoyable presenta- 
tion of a trivia-type game. 

OVERALL 64% 



Hmh : 



Th& questions ana difficult enough without ttw adderi pressure of ,t ttnw hnut 



OTHER FORMATS 

No plans as yet 



"Original and enjoy- 
able presentation of 
a trivia-type game" 1 



Where's the arm in it? 



VERSION UPDATE 



BIONIC COMMANDO 

GO! 



the way. 

The Amiga version is yet 
another straight conversion of 
an ST ga me. with the jerky scrol- 
ling perfectly preserved. 
Nevertheless, apart from the 



scrolling, it's a close con version 
of the arcade name with some 
unusual and compelling gamep- 

lay, 

AMIGA: OVERALL 81% 



Amiga: £24.99 

PRETTY MUCH a whopper SO far r 
it has received 86% (Commo- 
dore 64/128 TGM007), 86% for 
Spectrum (TGM 009) and 91 % for 
Atari ST. 

Like the other versions, the 
Amiga game is set across five, 
multiload levels in which the 
s p* key- haired hero races 
against time to reach the final 
silo level to abort the launch of a 
doomsday missile. 

Each level consists of many 
platforms, with the com* 
mando's bionic telescopic arm 
serving as a ladder. While 
swinging between platform s, he 
keeps an eye out for platoons of 
soldiers, kilter bees, kamikaze 
soldiers, walkers and helicop- 
ters. 

A simple rapid-fire gun is pro- 
vided, but more powerful 
weapons may be obtained along 



Rut?tti$h scrolling flntf frustrating g&mepi&y hefp make ttw Amiga game a dubious conversion 
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PENGUINS IN PARADISE 

AIN'T KIDDING 



Sega games so far have often relied 
on conversions of big arcade con- 
ops, such as Out Run and Afterburner. 
These four latest releases reviewed 
on these pages are original game 
designs, although they are based on 
tried and tested formulae. All are 
Mega Cartridges, priced £19.95 



PENGUIN LAND 



A game and character 
reminiscent of the MSX Pen- 
gum Adventure, Pengutn 
Land features strong puzzle 
elements. 
Penguin Mission Comrnander 
Overbite has a delicate yet urgent 
task. Three precious penguin eggs 
are stranded on a distant planet, 
stolen by an anti- amphibious 
force. Overbite has discovered the 
eggs, but 50 sectors lie between 
his precious cargo and home. He 
must push them past ferocious 
animals and unstable rocks with- 
out splitting the fragile shells. 

There's a time limit on each 
round, which takes place in a verti- 



cally scrolling series of platforms. 
Four screens in depth, the blocks 
making up these platforms impede 
progress. Most blocks are 
destructible if pecked at but 
golden blocks are impervious to 
Overbite's beak. 

Some blocks act like golden 
ones but constantly shrink and 
grow, while others are cracked 
and crumble to dust if an egg is 
dropped on thftm or they are 
walked on. Special green blocks 
have holes allowing an egg or 
Overbite to pass through, depend- 
ing on which silhouette the hole 
forms. 

Aggressive polar bears must be 






the 00 



Scramble to help Penguin Mission Commander Overbite rescue bis three 



put out of action with overhead 
boulders, disturbed by a swift 
peck and manoeuvred by the hero, 
if he's not to be stunned by a gruff 
paw. Malicious buzzards fly over- 
head if an egg is left alone too long . 
dropping bricks on them -messy. 

The first 30 rounds are selecta- 
ble when you begin a game but the 
remaining levels can only be 
played when these have all been 
completed, in addition to the set 
game screens, 15 more can be 
designed with a screen editor, and 
stored within the cartridge. Blocks 
(and bears) are selected from a 
menu at the bottom of the screen 
and positioned on a map with a 
cursor. Levels can then be saved 
and played as a normal round. 



The mixture of ideas in Penguin 
Land make a pleasant contrast to 
arcade adventures and sh-oot- 
'em-upe. Removing blocks and 
pushing ob|ects around is remms- 
cent a BoutderdashJ Lode Runner 
combination, but in a vertical for- 
mat. The puzzles are often infuriat- 
ing and require dextrous use Of the 
Sega keypad, winch makes the 
game difficult, but one worth mas- 
tering. And finally, the screen 
editor adds variety already numer- 
ous rounds, giving long lasting 
interest to what appears at first to 
be a game reliant only on a cute 
idea. 



OVERALL: 79% 



MAZE HUNTER 3-D 



he expensive Sega 3-Dgfas- 

Tses have spawned few 
games to take advantage of 
the 'revolutionary' 
peripheral. Blade Eagfe, lost 
pi ay ability by its confusing visual 
depth. Space Hamer 3-D has yet 
to arrive, but in the meant ime Maze 
Hunter is an addition for 3-D spec 
wearers. 

You are the Maze Hunter, a war- 
rior obsessed by conquering 
mazes. Now you face the ultimate 
challenge - The Labyrinth. 

The game s a blatant copy of the 
classic Atan com-op, Gauntlet, a 
format previously lacking on the 
Sega. But it's restricted to single- 
player action, which immediately 
loses game potential, although to 
a limited degree the 3-D effect 
makes up for it, 

You begin unarmed on Sublevel 
1 (three to each of the four levels 
which make up an Area), in a four- 
way scrolling maze, shown in plan 
view. Aliens approach as you 
explore, and can be dodged by 
jumping, or killed with an easily 
found Ninja-style fighting cane. 
Contact with aliens, or stepping 



into the void from a low maze level, 
results in the loss of a life and 
returns you to the level's start. 

Sublevel s are played in groups 
of three, descending into the 
screen by using warp tunnels. A 
gate key is required for access to 
the next leveJ or area. Keys are 



found lying in the maze corridors, 
contained in question-mark 
boxes, as are other useful objects 
such as more powerful weapons 
and increased speed. 

You and the aliens are always 
on the same level, so the depth 
matching problems of Blade Eagle 
aren't present. As the Sega glas- 
ses al so al low ful I -col ou r w it h i n the 
affect, some atmosphere is gained 
by the 3-D without it being a dis- 



traction. 

Sound is simple, not living up to 
the visuals in any way, but the real 
problem is the generally dull 
gameplay. Gaunt lef s main excite- 
ment is the horde of monsters 
gradually sapping your energy. A 
few aliens which can instantly kill 
you are poor adversaries in com- 
panson. 

OVERALL 62% 



Another for 3-0 spec wearers - amazing 
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AZTEC ADVENTURE 



REVIEWS 



rcade adventures, with the 
Jl emphasis on maze explora- 
II lion, are not an obvious 
JP| choice of format for a con- 
sole, the Pac-Man style of 
fantasy Zone being the only 
attempt on the Sega. The mul- 
ticharacter" control of Aztec Adv- 
enture sets out to put the deficit to 
rights. 

Initial expectations are high. 
Attractive title and game introduc- 
tory screens lead into the game 
itself- All dashed, though, by the 
appearance of a crude maze style 
not helped by the gameplay. 

The Aztec Paradise of legend 
lies somewhere in the depths of 
the South American jungles. To 
date, monsters and spirits of the 
surrounding labyrinth have 
claimed all those who have tried to 
find it. But you, Nino, are the 
bravest and most intelligent 
explorer of them all, and are more 
than willing to take on the chal- 
lenge, 

You begin in a forest, the first of 
1 1 rounds. Areas of vegetation 
make up maze walls. Most of the 
the varied inhabitants are hostile, 
but three will help if you pay them. 
Papi the duck. Pupe the cat and 
Poh the dog can all be hired, and 
follow, mimicking your move- 
ments, Their greatest use is as 
defendants, swinging their swords 



as you wield your mighty blade. 

Objects and weapons are 
gained when different enemies are 
killed. The faithful animals are paid 

Dodging or despatching 
anemias is needed as energy is 

TO 



for by money bags left behind 
when you kill a stalk-eyed frog, 
lost on contact. Each round has a 
specific enemy, dependent on the 
scenery surrounding you, and a 
set number of these have to be 
destroyed with a padicular 
weapon in order to progress to the 
next. 

Control is awkward with a Sega 



keypad, movement cramped with 
the graphic size, and the intermit- 
tent scrolling ts distracting. Add to 
that encounters with enemies of 
varying definition bu 1 constant 
two-frame animation and you have 
an Aztec Paradise best left 
unfound- 

OVERALL 41% 




Jungle warfare ragas as you joumay to find th& Azt&c Paradise 



ALEX KIDD - THE LOST STA 




imple, yet addictive. Super 
P Mario Brothers probably 

gained the Nintendo con- 
^Jf sole numerous sales. In Afex 

Kidd Sega now have a game 
in a similar - though graphically 
more varied - vein, introducing 
Alex Kidd - a character who may 
become the star of further games. 
Alex, star throughout the galaxy 



soo 



of stage, screen and record, has 
became separated from his 
spacecraft, and is now lost count- 
less miles from home. Many alien 
landscapes lie ahead of him, from 
forests and futuristic complexes to 
bright surrealistic scenes, all 
populated by deceptively friendly- 
looking creatures, 
Alex begins at the extreme left 



mmmmmm mini 



of the first level, proceeding along 
the rightward scrolling landscape 
which must be completed within a 
time limit. 

Dogs, walking cards, birds, 
clowns, cars and zombies are just 
a selection of the creatures haras- 
sing Alex through the game. They 
take two time units away on con- 
tact. 




Cvte-kkl AJax bounces his way to success amkt garish cotcnirs snCf puzzling gameplay 



Special platform segments act 
like trampolines, giving Alex a long 
jump range, and others move 
around to enable him to cross 
otherwise impassable gaps. Other 
means of transport are available, 
A monorail line m Level One. for 
example, can be climbed along to 
bypass ground hazards, but prog- 
ress made by such means is slow. 

icons float by durrng the game, 
giving various bonuses if col- 
lected. Extra points, additional 
time units and the ability to shoot 
can be gained, the latter being 
especially useful against the large 
enemies which guard the end of 
each level. 

Don't be put off by cuteness 
taken to annoying extremes (Alex 
is a typical Japanese monkey -like 
creature), because a playable 
game is revealed. Diverse graphi- 
cal variations and original features 
distinguish it from the Super Mario 
Bros coin-op. However, (hough 
accessed differently, the shooting 
ability is an obvious copy, but one 
which is often of limited use, 
enemies hiding away in parts of 
the scenery. This is qurte typical of 
the game: the time limit too short 
or the levels loo long, 

Well-defined - rf overly "nice" - 
graphics are marred by major 
sprite glitches, but samples mixed 
with light music and effects pro- 
vide a quality soundtrack. The 
difficulty is Alex Kkkfs worst fault, 
but as this increases last ability , it's 
no great stumbling block, 

OVERALL 72% 
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REVIEWS 



A ZOOM WITH A 




Discovery Software International 



Zoom is a spherical character, but why he risks life and 
limb rushing around a grid while trying to fill in squares 
is not explained. Frank Neuhaus is the author of this 
amusing game, a 2 2 -year- old West German student 
who previously wrote Swooper and Mike The Magic 
Dragon. 

Zoom's gameplay is relatively sim- 
ple. On each level globular Zoom 
fills in squares by running around 
all their sides before a time limit 
runs out. 

Trying to prevent thus geometric 
happening are Jaggernauts 
(deadly flapping lips), Wormletts 
(green sack-like things) and 
Angleheads (gray things with 
pointy heads). The latter two mb 
out your lines., making speed a 
necessity in drawing squares while 
they're around. Also to be 
watched out for are Black Holes 
which appear at random, blue 
gluey creatures that slow you 
down if you run over them, and 
Spheroids that can give hot pur- 
suit. 

Rocket 

While Zoom hurries around Zoom- 
land's grids various objects 
appear such as ice cubes (freeze 
the enemy), candy (makes you fas- 
ter), money bags (points), apples 
(fill in four squares), magic potion 
(invulnerable until blue gauge runs 
out), rocket (next level), glue (slows 
enemy down) and question mark 
(any of the above, and can kill you 
as well). Pretty much standard 
arcade game fare, these options 




Unfortunately these occasions are 
few and far between making 
Zoom! rather tough. There's also a 
two-player option, either 1 taking 
turns or with both on screen at the 



same time with a few more 
monsters. Furthermore you can 
choose to begin your game on any 
of the first 1 0 levels of the 50-tevel 
game. 




game: paused 

PRESS SPACE TO CON T TNI IE 



leeeeeel 

'mt — £ — £ ^Tl 



PHKiae joystick toctrot Is matured to guide your man around the nfusrea and fill (rwm In - Pa inter - sryte 

together with the basic gameplay 
produce a surprisingly addictive 
game. 

Additional lives can be earned 
at certain point totals and by pick- 
ing up the right question mark. 



OTHER VERSIONS 

Conversions are imminent for ST, PC and Commodore 64. There 
are also plans for Spectrum and Amstrad CPC versions -if prog- 
rammers can be found. 




GAME PAUSED 
PRESS SPACE TO CONTINUE 



Watch cut tor the Jaggommights aa you wobbte around (ft* www cefwifflg as you go 



Diskette: £19.95 

While nothing here breaks 
new ground for the Amiga 
everything's well done. The 
opening sequence, in par- 
ticular, features a very 
impressive and amusing ani- 
mated sketch. Thereafter 
sound FX are uniformly 
excellent and graphic pres- 
entation makes the jnost of 
the very basic game struc- 
ture. Addictive and fun to 
play, Zoom! Is well worth con- 
sidering. 

OVERALL 77% 



"Addictive and fun 
to play, Zoom! Is well 
worth considering' 1 
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REVIEWS 



VERSION UPDATE 



ARMY MOVES 

Imagine 



Amiga: £24,95 
Atari ST: £19.95 



OINAMfC's first game released by 
Ocean was Game Over, whose 
advertising caused a stir due to trie 
scantily clad warrior maiden fea- 
tured, but was little more than a 
difficult horizontally scrolling 
Shoot-'em-up with an unusuaJ 
title. Army Moves could be 
described as the sequel, despite 
its more present-day setting, 
because it follows a stmi I ar format , 

ft's your task, as a highly-trained 
commando, to battle through 
opposing forces on foot, by jeep 
and by helicopter, surviving the 
fearsome onslaught through vary- 
ing landscapes to retneve vital 
information held by the enemy in 
their headquarters's safe. 

In the game's course there are 
seven stages. Fi rst you drive a jeep 
armed with ground-to-air and 
ground-to-ground missiles, facing 
waves of hostile jeeps and swoop- 
ing helicopters. 

Later, you steai one of the the 
enemy's helicopters to fly through 
the next three levels, This time air- 
to-air and air-to-ground missiles 
are fired, generally against plenti- 
ful fighter planes, desert missile 
silos, armed look-out posts and - 
over the sea - submarines. 

In the jungle it's a foot slog 
through swampy terrain to the final 
shoot-out at the enemy HQ. 

Both 16-bit versions retain the 



high difficulty of the Commo- 
dore 64 version. Variation is pre- 
sent between levels, but each 



stage is repetitive within itself, and 
too long to hold real interest. 

Graphically, the Amiga's large 
sprites leave little room for man- 
oeuvre - the ST going for the free- 
er range of small objects - but bat h 
make little use of the machines' 
power. 

Sound - and suitably militaristic 



music - adds little to the atmos- 
phere, but uses quite amusing 
voices on the Amiga. Army Moves 
is a game in which perseverance 
gives small rewards. 

AMIGA: OVERALL 32% 
ATARI ST: OVERALL 36% 



Poor graphics and sound combine with incradtbiy tough gftmeptay to make 
Army Moves a boiow-averaga ahoot-'am-up - Atari ST screen 



VERSION UPDATE 



FOOTBALL MAN/ 

Addictive Games/Prism Leisure 



PC: £1999 
Commodore 64/1 28: 

Cassette £9,99, 

Diskette £14.99 

AFTER EXPERIENCING the 

delights of the PC's EGA graphics 
on games such as Vixen (see 
review on page 49 of this issue), 
Football Manager 2 is a consider- 
able letdown, with a colour 
scheme to match the inside of a 
used sick bag, 

The Commodore 64/1 28 ver- 
sion is no better with its garish on- 
field graphics. 

Play is similar to the other ver- 
sions, presentation being the only 
difference, Team management is 
limited, featuring a basic screen 
layout and generally shallow 
interaction. The prematch selec- 
tion screen is the only saving 
grace, as it allows you to define 
your team's tactics and leaves 
some control over their actions. 

The PC features smooth anima- 
tion of the footballers during 
match highlights — unfortunately 




respec- 
versions 
two are the 




64/128: 



A wfulcQioun and atowgamapfay mftke mis a poor con wrsi'on - Commodore acrwon 
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REVIEWS 



VERSION UPDATE 



ARMY MOVES 

Imagine 



Amiga: £24,95 
Atari ST: £1 9,95 

DINAMIC "s first game released by 
Ocean was Game Over, whose 
advertising caused a stir due to the 
scantily clad warrior maiden fea- 
tured, but was Utile more than a 
drfficurt horizontally scrolling 
shoot- 'em-up with an unusual 
title. Army Moves could be 
described as the sequel, despite 
its more present-day setting, 
because it follows a similar format. 

It's your task, as a highly- trained 
commando, to battle through 
opposing forces on foot, by jeep 
and by helicopter, surviving the 
fearsome onslaught through vary- 
ing landscapes to retrieve vital 
information held by the enemy in 
their headquarters's safe. 

In the game's course there are 
seven stages. First you dnveajeep 
armed with ground-to-air and 
ground-to-ground missiles, facing 
waves o1 hosttle jeeps and swoop • 
ing helicopters. 

Later, you steal one of the the 
enemy's helicopters lo fly through 
the next ihree levels. This lime air- 
to-air and air-to-ground missiles 
are fired, generally against plenti- 
ful fighter planes, desert missrle 
silos, armed look-out posts and - 
over the sea - submarines, 

In the jungle it's a foot slog 
through swampy terrain to the final 
shoot-out at the enemy HQ, 

Both 16-bit versions retain the 



high difficulty of the Commo- 
dore 64 version. Variation is pre- 
sent between levels, but each 



stage is repetitive within itself, and 
too long to hold real interest 

Graphically, the Amiga's la^ge 
sprites leave little room for man- 
oeuvre - the ST going for the f ree- 
er range of small objects - but boin 
make little use ol Ihe machines' 
power. 

Sound - and suitably militaristic 



music - adds little to Tmt 
phere. but uses qu.'* m 
voices on the Amiga A— ~% 
is a game in whrch 
gives small rewards. 

AMIGA: OVERALL 
ATARI ST: OVERALL 



Poor graphics and sound combin* with incredibly tough game&m 
Army Moves a below-average shoot-'em-up -Atari ST screen 
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VERSION UPDATE 



FOOTBALL MANAGER 2 



Addictive Games/Prism Leisure 



PC: £19,99 
Commodore 64/1 2B: 

Cassette £9,99, 

Diskette £14.99 

AFTER EXPERIENCING the 

delights ol the PC's EGA graphics 
on games such as Wxen (see 
review on page 49 of this Issue), 
Footbatt Manager 2 is a consider- 
able letdown, with a colour 
scheme to match the inside ol a 
used sick bag. 

The Commodore 64/126 ver- 
sion is no better with its garish on - 
field graphics. 

Play is similar to the other ver- 
sions, presentation being the only 
difference. Team management is 
limited, featuring a basic screen 
layout and generally shallow 
interaction. The prematch selec- 
tion screen is the only saving 
grace, as it allows you to dehne 
your team's tactics and leaves 
some control over their actions. 

The PC features smooth anima- 
tion of the footballers during 
maich highlights - unfortunately 



the C64 game does not, and intact 
looks dire. 

Colours accompanying the 
match highlights are ill-used, the 
screen update is slow, and sound 
non-existent on both versions 

Following the ST (TGM 008, 
65%)< Spectrum, Am«ga 



(TGM 009. 63* 

lively) and .■ 
(TGM 01 0.64%);- 
worst versions. 

PC: OVERALL 
COMMODORE Mi 
OVERALL 52% 




PRISM 

cv : c 
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It 



Awful colours and sto w gam&ptaymnke this a poor conversion - Commodore sewn 
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REVIEWS 



VERSION UPDATE 

Electric Dreams 
Machine 



SUPER HANG-ON 

Electric Dreams 



has a gruelling 16 stages. 

Straights, tight Corners, 
chicanes and near-hairpin bends 
all hinder your progress and 
req u i re j ud icious u se of the brakes. 
On the straights, you can speed- 
up to 280kph at which point the 
nrtro accelerator may be engaged 
to rocket the bike to a hair-raising 
324kph. Toward the end of 
each course progressively less 
time is awarded to get through to 



the next, where the road becomes 
even more tortuous. 

Super Hang-On is one of the 
fastest moving race games yel 
seen on (he Atari ST. The road 
undulates extremely well, twisting 
and turning with frightening rapid- 
ity. Roaring full throttle over the 
crest of hills towards unknown 
dangers is a nerve-wracking 
experience. The thrill of motorbike 
racing is heightened further by the 



Atari 5T: Diskette: £19.99 

SINCE Super Sprint and Enduro 
Facer, Electric Dreams have 
released few ST games. Super 
Hang-On heralds the return of 
motorbike racing to the Atan 
68000 processor in a slick conver- 
sion of the Sega coin-op. 
Amstrad CPC and Spectrum 48/ 
128 conversions have already 
been released - the Commo- 
dore 64/128 effort was withdrawn 
following less than enthusiastic 
reviews. 

For the ST game Zareh Johan- 
nes undertook the programming, 
with graphics by Focus (responsi- 
ble for Knightmare, Aliens and 
Enduro Racer) and music by 
Source who previously produced 
tunes for Predator and Fire Trap. 

The scenario for Super Hang- 
On puts you on board a bike racing 
against the dock around four 
tracks from around the world. 

Viewed from a behmd-the-bike 
perspective, your objective is to 
make it to the goal with seconds to 
spare, passing through lime- 
extending checkpoints en route. 
The four courses vary in length, the 
beginner course in Africa features 
six stages, Asia has ten, America 
14 and the final course, Europe 




There's no time to &{fmire the very smart iandszapes as the dock ticks Bvtr c/oitr to zero 




7 
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Breath taking speed, stock scrolling, detailed graphics and smooth animation combine to make Super Hang-on a must 



game's near suicidal speed as the 
road and hazards fly past. 

Response to mouse and joys- 
tick control is fast and precise, the 
game being equally playable using 
either method, although the rede- 
finable mouse sensitivity option 
helps. 

Graphically Super Hang-On ts 
excellent, the bike and rider are 
highly detailed, colourful and well 
animated. Roadside signs and 
trees are superbly implemented, 
having detail, colour and variety. 

Multi-load is kept to a minimum 
only working when a different 
course is chosen, On the 1040 ST 
all four courses are loaded at the 
start. 

The four tunes of the corn-op 
have been kept but inevitably lose 
a lot of their raw power and enter- 
lainmeni value <n the conversion 
process, although still quite good 
for an ST they are better with the 
volume low. 

The quest for the best Atari ST 
racing game has hotted up 
recently with US Gold's Out Run. 
Roadbiasters and Elite's Overian- 
der. The Electric Dreams offering 
has hit the nail on the head, incor- 
porating the all-important speed, 
quality graphics, a significant lack 
of multi-load and sufficient addic- 
tive qualities to keep you trying 
again and again to reach that dis- 
tant goal. An excellent game. 

ATARI ST OVERALL 90% 
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IN THE QUIET 

SOLICE OF SPACE 



R II 



Oi nee, arcade machines became computer games. 
Never the other way round- Until Stargfider. It 
revolutionised 16-bit games, with arcade-quality 
_ graphics and superb sampled sound, and turned 
the conversion tables by becoming a Bally/ Sente 
arcade machine. Featured prominently on TV prog- 
ramme Get Fresh, Stargfider is truly famous. And it 
made the games career of then-unknown Jez San, 
who for Argonaut Software had previously concen- 
trated on utilities, only occasionally co-authoring 
games such as Sky f and Attack and Efite on the Com- 
modore 64/128. 

Two years ago the avaricious devoted to me building of an 
Egrons had been routed from enormous weapons system 
Novenia by the destruction of Meanwhile on Novenia the 
the Fleet flagship - Hermann two crew members of that cru- 
Krud's mighty Starglider - by a cial AGAV have become 
single AGAV fighter. The Jmpe- uniformly famous, but reacted in 
rial Prater of Egron was dis* radically different ways. While 
pleased at this humiliation and Katra refused all material 
ordered an elaborate plan of rewards, devoting herself to 
vengeance. The Solice system - furthering the security of 
a neighbour of Novenia - has Novenia, Jaysan took all that 
been invaded and the seven was offered and lives in absolute 
moons of the planet Mi II way I luxury guarded by the tempera- 



mental robot Argo. When 
rumours of the Egrons* plans 
leak, Katra sets about arm- 
twisting him into saving Novenia 
once more , f ■ 

Draggon Industries' tcarus 
prototype is a small, fast and 
very advanced police spaceship 
but Novenia lacks time to fully 
test it, let alone produce a task 
force. Moreover weight consid- 
erations mean no defence sys- 
tems can be carried other than 
built-in gas plasma lasers and 
shields. 

These will be enough to sur- 
vive with - given sufficient skill - 
but to cause any real damage 
more powerful weapons must 
be found. According to intelli- 
gence reports elements of a 
resistance movement remain 
active in Solice, and may be per- 
suaded to supply certain equip- 
ment, The most important item 
is a Neutron Bomb, but both the 
raw materials and the one scien- 
tist a b I e to bui Id it, wo n ' t be easy 
to find. 

Speed and tactics 

The Solice systems includes 
one sun, five planets and ten 
moons - plus a very hazardous 



asteroid bp It. 

All the moons and planets, 
except Mil I way. can be flown to 
and explored. A hyperdrive 
system ensures most flights 
only take a few minutes, but 
p prates, Egron fighters and 
asteroids can make the final 
approach to a planet very 
hazardous. 

Once on a world you took for 
any objects the resistance 
might want, refuel by flying over 
powe rimes or volcanoes, and 
shoot at the wide variety of 
Egron weapons returning your 
fire- Or you can explore below 
the surface of most planets, 
inside a complex system of 
tunnels. 

If you should find an 
interesting object - like a Ttme- 
Warp Cube - then a transporter 
lock can be attempted and the 
cube placed in Icarus's hold, 
The transporter is crucial to the 
game, allowing an adventure 
element to augment the superb 
arcade and demanding tactical 
aspects, 

Success in the game rests not 
merely on excellent reactions - 
though these are vital - bui also 
■n searching for various objects 




Mr 
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and making sure flights are 
planned with due attention to 
fuel consumption. Actually 
completing, the game will take a 
lot of intensive playing, and not 
a few save/load disks as well. 

Stargttder it is not quite a a 
innovative as Carrier Command. 
There are aspects of EWe. Hive 
and Damocles in there, but the 
end product is virtually 
incomparable. The mix of 
arcade action, tactical planning 
•ind exploration has never been 



AMIGA Diskette: £24.95 



done better. And presentation is 
simply dazzling, 

Starghder it is surely destined 
not only to break software sales 
records, but most likely 
Increase hardware sales too as 
it pe rfectly displ ays t he potentia I 
of 16-brt machines. If the month 
were December, and we had a 
cast-iron assurance no more 
Rambird games were due for 
release, we might even call it 
The Most Enjoyable Game of the 
Year . . . 



The Amiga's graphics replicate the ST's precisely - and are 
equally amazing. What distinguishes the Amiga version is the 
audio department which fully matches the graphics with a great 
variety of distinctive sound FX in superb stereo- Magnificent! 

OVERALL 97% 




Dtortg wtth death, you test yew piloting skiNs by attempting to safety navigate 
an asteroid fieki - Amttja screen 
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Flying in space, getting the feci oi your Gas Plasma Laser -Amiga screen 



Flytng too close to the sun results in a similar demise to mat ofyvvr ship's 
namesake - ST screen 




Whales tn space ? Catch one and trade it in tor <i flat diamond - they're only here 
to conquer the system anyway - ST screen 



Peep beneath the planet surface r iCAHUS searches for Ftre and Ffee mt 
to aid in the monumental task ahead- Amiga screen 



Fuve tv toce v*ith the space s tatton, IcuruS #s at med.-md ready to destroy S T 






Viewed ttom outside, ICARUS drops a bouncing bomb on one of seven Projec- 
tor bases* whose sote purpose is to protect the space station -Amiga screen 



" Destined to break software sales records, 
we might even call It The Most Enjoyable 
Game of the Year . . • " 



66/124TGM TX 011:10-88 



IM 



n 





77/e Game Creator 



Design sprites using the 
powerful sprite editor 




Create dynamic sound effects 
and compose a suitable score 




Produce a iayout for each 
screen with the room designer 

STOS is a revolutionary package 
which has everything you need ^| 
to create fast, exciting games 
quickly and easily. Whether 
you've never written a game before, 
or you're a competent programmer, 
you'll find that STOS is the perfect 
way for you to design your own entertainment software. 

The STOS package comprises: 

• A massive manual packed with easy-to-follow examples. 

• At- a -glance reference card 



PLUS: Three free fast -act ion 
games which show you just 
what can be achieved with 
this unique package. There's 
Zoltar, Bullet Train and Orbit 
- and each game is written 
entirely in easy-to-understand Basic r which means you can 
modify or customise each one to your heart's content. 
Change the sprites, music, difficulty level, design new 
screens and so on, And by examining the programming 
you'll learn how to create your own games from scratch. 



putting all the commands at 
your fingertips. 
Three discs containing: 
STOS Basic, sprite editor, 
room designer, character 
set editor, icon editor, music 
editor, screen compacter . . . 
plus many other utilities 
and short programs. 
An exciting opportunity to 
join the STOS Club for expert 
advice and contact names, 



All this for 
just £29.95? 



i 
I 
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Please send me STOS - The Game Creator at £29.95 
lind. VAT end P&P). 

□ I enclose a cheque payable lo Mandarin Software 

□ Please debit my Access/Visa number: 

III I I I I Mill I I I I 

Expiry date: 
Signature .... 

Name 

Address 



5 



/ 



Postcode, 
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Send to Mandarin Software. 
Europa House, Arlington Park, 
Adlington. Macclesfield SK10 4NP 



| Enquiries: 0625 B?934o\ 



Order Hotline: W25 B79920 
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Here's just some of the 
facilities that will he at 
your command: 

• 340 powerful and versatile com- 
mands* Move and animate up to 
75 sprites at once • Sprites any 
size up to 64 x 64 pixels . Futt 
collision detection between each 
sprite or ?one • Grab sprites from 
commercial games • Define up to 
16 different types of scrolling 
areas • Hold up to four main 
programs and 12 accessory 
programs in memory at once 

• Create pull-down menus with 
just one command • Change 
modes from within a program 

* Overlay up to 13 windows 

* Compact Neochrome or Degas 
screens - or even sections of 
screens * Zoom and reduce 
pictures to produce incredible 
effects. 



TOTAL BACKUP POWER 
No* ACTION REPLAY 

NOW FVENMORE POWERFUL, MORE FRIENDLY AND WILL 

rOQ*9y Action Replay works by taking a 'SNAPSHOT of the 
S^m^ EE £ program in memory so it doesn't matter how the program 
was loaded - from tape or disk - at normal or turbo speed. ; 

WARP 25. THE WORLD'S FASTEST SERIAL DISK TURBO — NOW EVEN FASTER! LOADS 

200 BLOCKS IN 6 SECONDS! 240 BLOCKS IN 3 SECONDS! - thai a cvta taster ihan some parallel systems. Built into 
the can ridge -no extra haid ware or software requited. Includes super cast, warps ave, scratch, file copy convert. Integrated with normal disk turbo 
lor puperco mpa 1 ib ility - auto dticcis warp or normal format so no #pecial load commands are required. Turbo and Warp 25 speed art entirely 
in depend en i of the cartridge with SIFPE R BOOT. * . 

SIMPLE TO USE: Just press the button and make a complete backup - tape to disk, tape to tape, disc to tape, disk to disk. 
THE PROCESS 15 AUTOMATIC JUST GIVE THE BACKUP A NAME. 

TURBO RELOAD. All backups will reload at turbo speed, COMPLETELY INDEPENDENTLY OF THE CARTRIDGE. 

SPRITE KILLER, Make yourself invincible, Disable sprite collisions - works with many ■ _ 

programs. — ■ 






PRINTER DUMP Freeze any game and print out the screen. 
Eg. Loading piclu.ru, high score screen etc Works with most printers 
MPS 801, 903 1 Star. Epson etc, Double size. 16 shades, 
reverse print option. Very versatile - 
nn user knowledge required 

PICTURE SAVE. Save any Hires 
multicolour screen to disk at the push 
of a button, Compatible with Blazing 
Paddles, Koala. Artist 64, Image 
System etc, 

SPRITE MONITOR. Unique 
Sprite monitors allows you to freeze the 
action and view all the sprites, watch the 
sprite animation, save or delete any sprite. 
Load sprites from one game into another to 
make customised programs. 

POKES CHEAT MODE. Press the button and enter those 
pokes for extra lives etc., then restart the program or make a backup. 
Ideal for custom games. 

MULTISTAGE TRANSFER. Even transfers multistage programs from tape to 
disk, The extra parts fast load - a unique feature. Enhancement disk available for non 
standard multi-Loaders (sec below). 

SUPER COMPACTOR. Ultra efficient program compaction techniques. Each program saved as a 
single file. 3 programs pei disk side - & programs per disk, if you use both sides. 

• TEXT MODIFY. Change title screens, high store screens etc. Put your own name into a game then restart it ©r 
make a backup to tape or disk. Very simple to use. • 

MONITOR. Full feature Floating' type MACHINE CODE MONITOR, All standard features plus many morer- assemble, disassemble, 
hex dump, interpret, transfer, compare, fill. hunt, number conversion, bank switching, relocate, load, save etc. 

Uses no memory. Full printer support. „ 
DISK MONITOR* A special monitor for use on the RAM inside your disk drive. All the usual commands - a useful hacking tool, 
WHOLE DISK COPY. Copy a full unprotected disk in under two minutes with only one drive. 

FAST FILE COPY. Works with standard and Warp 25 files of up to 249 blocks. Converts formats to and from Warp 25. 
EAST FORMAT. Under 30 seconds. 



TOOLKIT COMMANDS, a whole range of useful new commands including: AUTO LINE NUMBERING, DELETE. MERGE, APPEND, 
OLD, LINES AVE, etc, PRINTERLISTER - list any program (including directory} directly from disk to printer or screen without corrupting 
mem ary. 

REDEFINED FUNCTION KEYS. Single stroke commands for 
operation of many common commands including: LOAD. SAVE, DIR. 
Load from directory - no need to type in filename. 

TAPE TURBO. Designed to make turbo load save for your own 
programs. No screen blanking during loading. 




REMEMBER all features are built in and 
available at the touch of a key, All features work 
with both TAPE and DISK. (Except multipart 
transfer & disk file utility). 




. collection o( special parameters and 
file copy programs for transferring non-standard multi-load 
tapes to disk - games like LAST NINJA, CALIFORNIA 
GAMES, LEADERBOARD. DRAGON'S LAIR SEVENTY 
titles in all Almost all major titles covered. Latest edition 
includes COMBAT SCHOOL, PLATOON, PREDATOR, 
G AU NTLET II, TEST DRIVE, SKATE OR DIE, APOLLO 1 8, 
THE TRAIN and many more Cheats for infinite time, lives etc. 
The GRAPHIC SLIDESHOW - latest edition displays 
multicolour pictures or loading screens saved by Action 
Replay or any major Art Package Blazing Paddles Koala. 
Advanced Art Studio, Artist 64 etc. Lots of fun. 

£7.99. Upgrades - send £3 00 phis old disk. 



f TAKES A QUANTUM LEAP 
' MH IV HAS ARRIVED! m> 

I BACKUP MORE PROGRAMS THAN ANY RIVAL UTILITY. 



BUT TOUTS MOT ALL . . . NOW AVAILABLE FOR THE SERIOUS PROGRAM HACKER 
ACTION REPLAY IV 'PROFESSIONAL* * 

• All the features of the normal Action Replay IV but with an amazing on board LSI LOGIC PROCESSING CHIP. 
Plus 32K operating system ROM and 8K RAM CHIP The first RAM/ROM based cartridge of its type! 



ALL THE MK IV FEATURES PLUS... 
& FULLY INTEGRATED OPERATION. 

The MK TV 'Professional' has all the features of the MK I V plus 
dm onboard cuslom LSI LOGIC PROCESSING CHIP rh«ti 
lntegiaEes the whole range of utilities and makes ihem 
available al (tie press of a button at any time, 
ta^* EXTENDED MONITOR. 

The 'Professional' has an oxtta powerful machine 

code monitor Because it has both ROM and Ram 
at lis disposal the Professional can freeze any 
program and then examine the WHOLE OF 
COMPUTER MEMORY in ihe frozen stale including 
screen RAM, ZERO PAGE and STACK. 
Full feature disassembly, compare, Oil, transfer, hunt, 
relocate, jump etc, etc. In fact all the features of the best 
fully blown monitor available. Return to the frozen 
program al I he press of a key al I he point 
you loft it! An absolute must for the program 
hacker or even the programmer who needs 
to de-bug his program. 
• INTELLIGENT HARDWARE 
The Professional hardware is unmatched 
anywhere in the world today. The special logic 
processing chip can cope with protection methods 
as they appear by reacting Co Us environment 
RAM LOADER 
In addition to Warp 25, the AR4 Professional now has 
RAM LOADER. Makmg use of its onboard 8K Ram the 
Professional can also load commercial dLsks directly 
at up 10 25 times normal speed. Remember this feature 
is in addition to AR4 :, uniqM Vfttyp 30 lNtUr< iha? 
reloads all backups at 25 times speed 





UPGRADE INFORMATION 

MK BI tO MX IV )u*t tend 19.99 and we will *e*4 T«u the new MK IV 
Chip lo plug inlo your cartridge, rilling is very *aay. 
MK m TO MK TV 'PROFESSION AIA Send your old c * mid q* pJu* £ 1» 99 
and wt will send you a new Profeaaianai MK [V. 

MK 2 Action Replay owners cm gel £10 U part exchange against eilhcr "h<- 
MK IV at ProfttWOMl- Send old cartridge pine balance 



PERFORMANCE PROMISE 

Action Replay will backup any program that any other cartridge ctn backup 
- and mot* r It olio has an unmatched range of onboard feature* Before you 
buy check crux competitor* tdi to see what they offer and see how many of 
the Action Replay MK IV features ere either not there oi have to be loaded 
tram Supergate disks etc When you buy ActJOfi Replay if you don' ! find OUT 
claim* lo be true then return 3? wirhin H days tat a full refund 



DAiEL 
ELECCTOI1IO 

DATEL ELECTRONICS LTD, FENTON INDUSTRIAL ESTATE, 
GO VAN ROAD, FENTON. STOKE-ON-TRENT ENGLAND 



SALES ONLY 

Q782 744707 



TECHNICAL ONLY 

0782 744324 




Fangs for the memanes - the arcade enemies {not to mention caption cliches} era here to infos t your Commodore 

BY THE TIME I GET 
THE PHOENIX 



SALAMANDER 



Imagine 



Salamander is one of the best shoot- "em -ups around. 
Programmed by Peter Baron with music by Mark 
Cooksey {Bomb Jack, Ghosts 'n' Goblins, Overian- 
der) and graphics by Bob Stevenson (/O). it con- 
tinues Imagined trend for Konami coin-op conversions for 
us itchy-fingered shoot- 1 em -up addicts tq feed on. 



The evi' Salamander raises his 
reptilian head once again and 
renews his threat to overthrow you 
and yours with his genocidal alien 
forces. All that stands between the 
alien attack and their target is a 
squadron of three star fighters, the 
fate of the galaxy rests in their 
hands. 

Salamander is set over four 
levels, each one ahematmg betw- 
een horizontal and vertical scrol- 
ling. You control the Star-fighter as 
it flies through caverns of enemy 
forces cheerfully destroying 
waves of attacking aliens in the 
tried and tested manner. 

Speed, missiles, forcefield. fire- 
power multiples, rapid-fire lasers 
and ripple lasers are the bonus 
weapons left behind by defeated 
waves. 

Should you be unfortunate 
enough to lose a ship, your 
weapon enhancements slowly 



drift off-screen, allowing you to 
regain them if you're quick 
enough. 

The first stage is a horizon tally- 
scrolling cavern, complete with 
formation-flying aliens, extending 
claws, gigantic fangs bursting 
from the very walls and the final 
end-level alien which, when 
defeated, allows access to the 
next level 

Killing slime 

Level two features a vertically- 
scrolling asteroid storm, with 
waves of aliens to make the going 
tough. Aliens explode when shot, 
throwing lethal, fiery shards of 
metal everywhere - this is no joy 
ride when you also have asteroids 
to contend with, 

Once through the storm and the 
final enemy waves, the mother 
alien enters the fray , its spider-like, 
metalic arms spinning in a 



Catherine wheel of destruction. 
Defeat her and it's on to the third 
stage. 

Level three features deadly solar 
flares bursting from top and bot- 
tom of the screen in great arcs of 
flame. Phoenixes emerge from the 
infernos to attack, together with 
the familiar aliens of the previous 
two levels. A giant fire snake 
guards the level -end, coiling 
around your ship to crush it unless 
defeated. 



The fourth and final level is the | 
alien fortress. Sentinel ships bar 
progress through the base, gun 
emplacements fire masses of bul- 
lets and Easter Island-type heads 
Spit deadly rings 

Should you survive long enough 
to access the inner reaches of the 
base, the globe-like aliRn leader 
appears. Destroy its supports to 
kill it and exit quickly from the base 
through a series of rapidly -closing 
blast doors. Make it out and vic- 
tory is yours. 

The Imagine conversion of Sala- 
mander differs from the Konami 
MSX game in that it almost per- 
fectly recreates the layout and 
aJien attack patterns of the coin- 
op. The only things m issing are the 
speech and dual -player option. 

The progressive weapons ele- 
ment works extremely well -enter- 
tainment values and appeal i m pro - 
ving with each new weapon col- 
lected. Unfortunately they can 
prove too powerful, leading to a 
loss of challenge and rendenng 
the game easy to complete (one 
reviewer finished it in ten minutes 
- although he is a bit of an expert). 
So, tremendous presentation and 
great to play, but the lack of ran- 
dom alien attack patterns is draw- 
back, making Salamander's hold- 
ing power doubtful. 



COMMODORE 64/1 28 Cassette: £8,95, Diskette: £12,95 

Graphically and sonically superb. Bob Stevenson has worked 
wonders in recreating not only the style but the atmosphere of 
the coin-op and Mark Cooksey 's tunes are extraordinarily faithful 
to the original. With all the quality presentation, the game hasn't 
made it to the C64 in one g e. The murtiloed at the end of each level 
is short on disk, but tape access Is dra wn out. 

OVERALL 66% 



OTHER FORMATS 

Expect to see Salamander on the Spectrum: cass £7.95, disk 
C 14.95, and the Am a trad CFC: caas £8.95, desk £14.95. 



"Salamander Is one of the best shoot-'em- 
ups around " 



VERSION UPDATE 



THE FURY 



Commodore 64/123 Cassette: £9.99. Diskette: £12.99 



RIGHT from the mundane intro 
music, the Commodore version of 
this violent racing game is hardly 
different from its Spectrum and 
Amstrad sisters. 

Just as in those versions, 
reviewed in TGM009, you start 
with a handful of credrts and a full 
tank. Drive carefully, avoid 
collisions, and you'll be first past 
the post, earning credits to buy a 
more powerful car. 

It all sounds so simple, But the 
damage indicator is exceptionally 
hard to read, iust as it is in theother 



versions. 

And that's irritating, because so 
much of the screen Is full of 
irrelevant graphics. Only a quarter 
of the screen is actual play area. 

Sound effects are minimal and 
graphics Cfude. but at least the 
Commodore 64/128 Fury is 
marginally more playable than the 
other 8-bit versions on the road, 

COMMODORE 64/ 

128: 

OVERALL 55% 




ThG bonng racing gams hits the Commodore 64/128 to a resounding thumb* 
down - thankfully the music is quite good 
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REVIEWS 



DREAM STAR 
WARRIORS 



STARRAY 

LogotrcHi 



Xor was Logotron's first game to make an impact - a 
mask-collecting puzzle strangely involving chickens 
and fish, and recently converted to the ST for the Atari 
Corporation. Their next game, Quadralien {Amiga 
version reviewed this issue), kept puzzle elements while 
introducing shoot- em-up arcade action, StarRay is firmly 
in the latter mould, drawing inspiration heavily from the 

classic coin-op, Defender. 
And that said, there's little point 



dwelling on the psycho-sociologi- 
cal story of a lad dreaming of being 



a Star Warrior hero (ike in his fav- 
ourite TV programme and amaz- 
ingly ending up becoming one 



ihrough dml of hard tuning and 
clean underwear, After all, what we 
have here is not a space opera, but 
a latter-day Defender-type game 
with wonderful graphics. 

There's also a tale to tell of 
galaxy- invading aliens and things 
- but what the hell, let the pictures 
do the work for once - you read 
the inlay when you get the 
game . . , 

So, in your gull-winged StarRay 
ship, you must eliminate the aliens 
which roam the planet, a nose- 
mounted laser gun your main 
means of attack. The planet scrolls 
in parallax as you explore its sur- 
face, using a scanner near the bot- 




4SHIEL0 j 




torn of the screen to show the rela- 
tive positions of your enemies. 

Your Starflay is shielded, but 
enemy hits deplete it. There are 
vaporisers, which destroy all 
aliens on screen, and bonuses 
released by dytng aliens which 
increase your powers, 

StarRay is an unashamed 
Defender, but this plagiarism can 
be excused, as such clones are 
lacking in 1 6-bit, especially of the 
graphical quality and payability 
present here. Colourful back- 
grounds combine with smooth 
five -layer parallax scrolling, over 
which well-defined spnles fly, giv- 
ing an attractive revamp ol the very 
old formula. Topped off with fine 
sound presentatksn. StarRay is an 
unpretentiously good 1 6-bil zap. 



AMIGA 

Diskette: £24,95 

Being of a simple format, 
StarRay is readily playable, 
and becomes addictive due 
to its competent program- 
ming and presentation. 
Unoriginal and not usmq the 
full 16- bit potential, however, 
this unspectacular release Is 
probably of greatest appeal 
to those wanting a basic 
arcade shoot -'em -up. 

OVERALL 79% 



OTHER FORMATS 

An Atari ST version is due to 
be released this month, 
£19.95, Commodore 64/126 
and PC versions to follow, 
priced £19.95 and £24,95 
respectively. 



Defander-styia Starray piays well and toads you gently into a gama to tast any *h&ot-'am-up fans mettte 



"StarRay Is an 
unpretentiously 
good 16-bit zap 



if 





Tha atmospheric backdrops are beaut iful, featuring glowing tights, bright colours, subtle shading and satiafyingly smooth scrolling 

TGM TX 011:10-8871/124 



I 



REVIEWS 



RESCUE SHUTTLE 



Firebird 



Mindless shoot- 'em -up programmer Andrew 
Braybrook (take that which way you like) continues 
on his quest - begun with Mephisto - for the deeper 
blasting game. Still with the Graftgold programming 
team but released under the Firebird label, his latest 
strategy-'em-up, Intensity, arrives amid a deafening 
silence of prerelease hype. 

Attacking Space Station Can is 
Major {orbiting Sirius). with relish 
(and not a little mustard), aliens 
tear its surface and gnaw through 
its energy cables, stopping the 
work of the scientists aboard. 

Little is known about the aliens 
except that they can mutate. In its 
crudest form, the creature is 
despicable enough, but given the 
opportunity, they develop into 
more powerful monsters, until they 
reach the ruthless Tracker 



evolutionary stage. 

A rescue is organised- The plan 
is to use a remote-control drone to 
transport the scientists to escape 
shuttles and hence safely back to 
earth. Even this is extremely 
treacherous, as. wearing 
spacesuits. they have to traverse 
the outer shell of the station To get 
to the craft - while aliens do whal 
they do best all around them. Even 
then, safety is by no means 
assured, as the drone is vulnerable 



to attack. 

You are a pilot charged with 
helping the scientists escape. 
Your ship is a Skimmer - a 
customised mining craft - its 
cutters your only means of 
defence against enemies, ft 
features equipment which the 
remote-control drone homes in on 
when activated. 

Fantasy drone 

Canis is made up of five Layers, 
AJpha to Epsiion - all have 1 6 plat- 
forms, These are single- screen 
playing areas consisting of a 
number of airlock hatches from 
which a maximum of 15 colonists 
can be rescued. They head for the 
remote drone and board if Iheir 
path is not restricted by obstacles 
or gaps. You use your Skimmer lo 
manoeuvre the craft to a position 
accessible to the scientists- 
Movement of both your Skim- 
mer and the drone is dependent 




As scientists scurry across the Space station, your craft ts their only source of protection against marauding aliens 



VERSION UPDATE 



Barbarian 

Melbourne House/Psygnosis 



Commodore 64/128: 
Cassette £9.99. 

AS WE REVEALED last month on 
reviewing the Spectrum version, 
heroic Begar the Barbarian was 
taught by his father to woman ise 
get drunk and slay dragons. No 
wonder, then, that when the Tem- 
perance Society sent a dragon to 
stay dad, the brawling son vowed 
revenge. 

On the Spectrum, this Psyg- 
nosis 16-bit original achieved 
81 %, comparing well with 87% on 
Amiga and 80% on Atari ST 
(TGM 002). 

In his Commodore 54/1 2 B form 
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on the heigh l of features an the 
current platform's surface. Each 
vehicle has a limited hover height. 
You begin with a standard Gamma 
Skimmer, but can purchase better 
vehicles by collecting monetary 
Resource Units released each 
time a colonist boards the drone. 
Alpha and Beta drones have 
higher speeds than the ordinary 
Gammas, bul a fixed altitude of ten 
metres - the production of addi- 
tional vehicles is similar in concept 
to that in Morpheus. 

Beginning on Gamma One, the 
number ol colonists collected 
determines which screen is played 
next. Tactics are necessary to 
choose a suitable path to a shuttle 
on platform 1 6, especially as skim- 
mers and drones are more expen- 
sive on difficult layers. 



COMMODORE 64/128 

Cassette: £9.95 
Diskette: £12.95 

Graphically, Intensity fea- 
tures the familiar Braybrook 
bas-relief style although with 
no scrolling. Gameplay is 
restricted because of this, 
even claustrophobic at 
times. The tight manoeuvr- 
ing necessary may prove 
more attractive to well- 
balanced arcade players 
than to trigger-happy shoot - 
em-up fans. Music and 
sound FX are excellent. 

OVERALL 75% 



OTHER VERSIONS 

A Spectrum version is plan- 
ned for release at the end of 
September, priced £7,95 On 
cassette. 



"More attractive to 
well-balanced 

arcade players than 
trigger-happy 

shoot-'em-up tans' 1 



Hegor has inexplicably changed 
hair colour to white. His animation 
also lacks some frames of anima- 
tion. These are both minor details 
among the other graphical dis- 
crepancies. A scrolling display 
would have been simple to 
include, given the Commodore's 
capabilities, but oddly the next 
screen is hurriedly dragged into 
view as each room border is 
reached. 

The bas-relief graphic style of 
the stone-and-wood fortress con- 
struction gives a misplaced hi- 
tech atmosphere to what is sup- 
posed to be a medieval caper. And 
middle-of-the-road sound effects 
are a disappointment. A few sam- 
ples of reasonable quality could 
have been used with little troubie. 



Hegor the white-haired walks on air to impress Nacron's hordes 



COMMODORE 64/128 
OVERALL 60% 



72/1 24 TGM TX 011:10-88 



The world's leading brand 
for the real games competitor 




TITLE WITH THIS EDITION. 



BITS AND BYTES COMPUTERS 
18 CENTRAL STATION 
RANELAGH STREET 
LIVERPOOL 

L1 1JT 

MAIL ORDER HOTLINE 051 708 7408 



1STEDITION 
SEPTEMBER 



F1 *50 

LAUNCH DATE 
1 4TH SEPTEMBER, 8-BIT £1 .50 aiLL CATALOGUE INCLUDE 
1 ST OCTOBER, 16-BIT £2.99 
PLEASE ADD £1 .50 P&P (overseas), fflffi CLUB MEMBE 
ORDER NOW! 
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STRIKES BACK 



SUPER ADIDAS SPORTSWEAR TO BE WON! 

EVERYONE'S A WINNER WITH ' DALEY THOMPSON S OLYMPIC CHALLENGE 1 ' 

free "winner" keyring with every purchase of "Oatey" 
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PLUS COMPETITIONS AND PRIZE! 



PSYCHO PIGS UXB - BLAST YOUR WAY INTO A PIGGY BANK OF LOOT: 
U.S. GOLD SUMMER SPECIALS - SHAKE YOUR WAY TO A COCKTAIL SET. 
LEADERBOARD - THE ULTIMATE GOL F COMPETITION - WIN YOUR OWN CLUBS 



WATCHES, MUGS, T-SHIRTS 
ELECTRONIC ARTS® AND' BARDS TALE' JIGSAWS 




£2oA£*Rlijfe- - BRAINSTORMER COMPETITION See inside. 



REVIEWS 



FIRST CLASS 

HOLOCAUST 




WASTELAND 

Electronic Arts 



It took interplay two years to develop Wasteland* and 
judging from the success of their Bard's Tale series 
the programmers could have another UK hit with this 
role-playing Commodore 64 and PC game. Mean- 
while, they're not hanging around in the wasteland - else- 
where in this month's TGM Stuart Wynne reports on 
Interplay's forthcoming game of the cyberpunk classic 
Neuromancer. 



The inevitable has happened - 
World War III rages across the 
globe, and missiles fly as the 
superpowers suffer horrific dam- 
age. 

By pure luck large regions of 




America are left unscathed. But 
the threat of drifting, life- mutating 
radiation remains. 

Out of this chaos, a group of sur- 
vivors band together in the bleak 
desert to create a sanctuary out- 



Iter* 



post called Ranger Centre. And to 
aid other survivors they form the 
Desert Rangers, 

The game starts in the Centre, 
where you lead a small party of 
four Rangers. They are equipped 
only with the bare minimum of 
weapons and objects - and no 
money. 

Bui as In most role- playing 
games the situation quickly 
changes as you encounter people, 
gain information, collect objects, 
and use skills to get to other reg- 
ions. 

And as you grow richer, you can 
even hire more Rangers, 

As well as the usual personal 
statistics of strength, intelligence 
and dexterity, each Ranger can 
have special skills such as the use 
of weapons, lock-picking, medical 
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four tend of Desert Rangers may be 
f he only hope tor those unfortunate 
oeopie caught in the aftermath 
of the holocaust 



if it's worth doing once, it's worth doing twice: the interplay programmers 
show wastetarvd action in the same styie as their Bard's Tale. Your party's 
mam sta t>s tics lake up the bottom third of the screen, resuhs are on the upper 
right, and the creatures encountered are shown on the ieft. 



expertise, perception and swim- 
ming ability. The advanced skills 
require high intelligence. 

Lone ranger 

Your party is represented by an 
overhead view of a solitary figure 
as he moves across what's left of 
southern California and Arizona. 
Mountain ranges, deserts, forests 
and plains make up most of the 
terrain, often proving impassable 
or too hot to move through without 
a guide or special equipment. 

Most of the creatures are hostile 
too , so take care to fire before you 
see the whites of their eyes. At 
close quarters you need to switch 
to knives and other hand-to-hand 
weapons to stand a chance of sur- 
viving. 

Killing creatures earns expen- 
ence points, which can lead to 
promotion and extra strength. 

But some of your enemies are 
human. Cities and dwellings are 
littered through the empty deserts, 
including what's left of Las Vegas, 
a small town called Quartz and a 
larger town called Needles, where 
strangers are not welcome, 

As you wander through the 
streets and buildings of these iso- 
lated communities, complete with 
slimy horrors in the sewer system, 
the townsfolk may plead with you 
to help them. Accepting the plea 
takes you to a subplot where you 
might be forced to battle maraud- 
ing bandits or rescue hostages. 

For Desert Rangers who get 
completely lost in post -holocaust 
Amenca, a Wasteland Ouebook 
will be available from Electronic 
Arts at £5. 

And Wasteland comes with a 
booklet supposed to enhance the 
atmosphere - you read a parag- 
raph when prompted by the com- 
puter. This interactive element ts 
an excellent touch which moves 
the game away from the same 
authors' Bard's Tale style, giving it 
much more depth. 

But the challenge is not as 
strong as Bard's Tale 3 - The Thtef 
OfFafeCTGMOlO, &4%). 



OTHER VERSIONS 

Wasteland la due for release 
on the PC In October priced 
£24.95. 



COMMODORE 64 

Two diskettes: £16,95 

Wasteland is big - all four skies of the two disks are used, Bui disk 
access doesn't interfere with the game - you only have to waft 
when you encounter something or enter a town. And despite the 
simplistic and dated blocky graphics used to depict movement,, 
in the encounter sequences there is attractive animation simitar 
to The Bard's Tale. 

OVERALL 01% 



"Ttie encounter sequences have attractive 
animation similar to The Bard's Tale" 
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REVIEWS 

THREE'S 
A CROWD 

Players 

— layers are synonymous with budget software, their 
D previous 1 6-bit products retailed for [Hof- 
| lywood Strip Pak&r and Joe Blade to name but two). 

Their latest titles have been upped in price to £1 4.95 
for reasons of greed . . . probably. Are they worth the 
extra? TGM is on the case! 



ATRON 5000 



Amiga: £14.95 

FOREMOST among Players' 
Arniga trio, this game was prog- 
rammed by Tobias Bin sack of 
Softgang. Clearly inspired by the 
light cycles in the movie, Tron, he 
titled his game Tron $000, a name 
amended by Players by the simple 
expedient of adding an L A'. 

There have been numerous 
light -cycle games but Atron 5000 
is distinguished by its split screen, 
giving each cycle its own view. 
This is the same even when play- 
ing the computer, rather than 
another player, with similar temp- 
tation to fatally take your eyes off 
your own screen and see how your 
opponent is doing, 

The bask; rules of the game are 
simple; each cycle leaves a wall 
behmd itself which can be used to 
box in the opponent - or even 
yourself. To add some complexity, 
scrolling landscapes feature build- 
ings to reduce manoeuvring room . 
There are 12 different landscapes 
in all, each of which is played twice 
- except for the final one which is 
played three times. 

What makes Ar/on 50OO unique, 
however, are ail the items which 
can be collected. These include 
red bombs, which delete the track 
of the red player, red speed-ups 
which simultaneously reduce the 
speed of the yellow piayer. Yellow 
Piayer one ptaya chicken and loses as 



equivalents do the reverse of the 
red items, but what is good about 
these features is that any player 
can pick them up and activate 
them. Thus if the red player col- 
lects a yellow speed-up he can 
wait until the yellow player is in a 
tight spot, then accelerate him into 
a wall. 

The two other items are missiles 
(which cut a very fine line through 
obstacles) and walls, which 
appear directly in front of your 
opponent. 

Three game speeds and a com- 
puter opponent adept at going 
through his own, diagonal tracks - 
as you may, rf careful - add further 
to the fun- 

The graphics are mediocre, 
sound is merely effective and the 
basic game style is dated; only the 
smooth scrolling does justice to 
the machine. Yet this is the game 
which everyone has been playing 
in \ne office this month. The sheer, 
sadistic pleasure of dropping a 
wall in front of your opponent in a 
head -to-head contest is simply 
incomparabte. While the long- 
term appeal is dubious, Atron 
5000 is extremely addictive, and rf 
you've a friend to play it with - buy 
it now! 

AMIGA: OVERALL 82% 

he coiiides head-on with his opponent 




SARCOPHASER 



Amiga: £14.95 

RAINBOW ARTS provide the third 
Players budget release, program- 
ming by the Hack & Slay Team. 

Setting the scene is a 14- page 
short story by Joachim Deegm 
which is primarily interesting for 
some amusing mistranslations. 
The game is„ in fact, a very close 
relative of the Salamander/ 
Nemesis games, with a single ship 
flying through various areas, 
destroying all in its path before 
confronting the mothership at the 
end of each. If all the aliens in a 
wave are destroyed, a green 
energy- pack is dropped, once col- 
lected and the space bar pressed, 
the highlighted feature is acti- 
vated. More packs mean better 



weapons. 

The features are Power, Back 
(rearward firing gun). Whiz {micro- 
ship whizzing around ship finngj 
and Smart Bomb. Al any time a 
player can also flip between large 
ammunition and smaller, more 
rapid, fire, 

Graphics are generally effective 
and occasionally atlractrve. Sound 
effects are good and the mlro tune 
is excellent. Unlike some ST-to- 
Amiga conversions, the scrolling is 
at least smooth, while gamepJay is 
simple and effective- 
Overpriced but nice enough to 
play. 

AMIGA: OVERALL 62% 




STREET GANG 



Amiga: £14.95 

THE TITLE PAGE carries an enig- 
matic 1 W' , but that apart , th is nadir 
»n games is understandably reti- 
cent in announcing its program- 




ming parents. A Time Warp intro 
indicates they might have had 
something to do with it, however. 

Our hero Mickey is a member of 
New York's toughest street gang 
Brushing aside the questionable 
ethics. Players inform us that Ns 
initiation test is to fight through 
New York's streets, ghettoes and 
sewers before finally confronting 
The Curl" - a notorious gangland 
leader. Cue standard - and 
mediocre - beat- 'em -up. 

Mickey runs. | Limps, stoops and 
climbs through waves of mad log- 
gers armed with spray cans - rt 
must be their contents that disin- 
tegrate hit joggers into the incredi- 
bly garish blats ol orange flame. 
And there's the standard extra- 
nasty around as well. 

Bonus screens fail to lift pro- 
ceedings and later levels add 
chair-bound handicapped people 
and fatties to the tasteless 
charade, In terms of graphics, ani- 
mation and gameplay this would 
make an amazingly bad Commo- 
dore 64/1 2 8 game, on the Amiga ft 
defies description. There's a good 
tune though 

AMIGA; OVERALL 19% 



REVIEWS 



A TAXING ROAD 




Hewson 



According to Hewson there isn't a hot rod, beard or 
even electric guitar to be found in this dramatic road 
game. Nevertheless Nebulus author John Phillips's 
high-speed blast-em-up is the perfect game for play- 
ing wfth 22 Top blasting in the baekgrourid. 



Possessmg all the social values of 
a brain-dead rock fan on acid, the 
game's namesake emerged from 
subterranean depths one previ- 
ously fine day. floored the 
accelerator and started eliminat- 



weapons can be selected by up/ 
down on the joystick. Ranging 
from side-fire cannon to bouncing 
bombs to triple-fire guns, they're 
all lost should a crash occur. 
High-speed encounters with 

T 



immovable objects are. in fact, a 
particular danger when being flip- 
ped, via ramps, on to the roof of 
long corridors. There should be no 
pause m the eliminating, however, 
if you want the extra life obtained 
every 10,000 points. 

Additional solace for would-be 
eliminators suffering the occa- 
sional death is a password system 
- complete a few levels and a 
password is given allowing some 
lower levels to be skipped. As with 
Better Dead Than Alien, the tough- 
ness of getting to these pass- 
words ensures the game never 
becomes easy, while passwords 
help reduce repetitiveness. 




Eliminator, 4* its name Suggests, is a case otcruistng ptantttx in &n effort to destroy everything in your path 



ng Passing from planet to planet 
the Eliminator appears intent on 
wiping out all in its way. Close 
encounters of the terminal kind, 
you might say, Naturally house 
pnces have plummeted in neigh- 
bouring solar systems. 

Macho man 

Being an Eliminator is far from an 
easy life, however. The roads 
these days are in a fine state, what 
with massive lights, barriers and 
fires haphazardly scattered about, 
Slaiommg through a massive array 
of lights takes fast reactions, and 
macho values demand brakes 
remain an entirely alien concept. 

Speaking of aliens, some of 
them actually have the gall to 
resort to violence in their own 
defence, attacking in elaborate, 
swirling patterns. Hits can drain 
your shield, and should one of 
these clumsy creatures collide 
with you, a life is lost, 

While wondering why you pay 
road taxes, be assured that orange 
and btue shapes can be picked up 
- at no extra charge - to top up 
ammunrtion and add special 
weapons. Once obtained 



ATARI ST 

Diskette: £19-99 

Play ft on a big TV screen, 
with atmospheric grime on 
screen, and you might think 
you were in the arcades. The 
flare of the appropriate 
engine when turning left or 
right is only one example of 
the graph leal detail, while the 
speed and smoothness with 
which curves, hills and vari- 
ous aliens approach has to 
be seen to be believed. The 
sound FX and continuous 
tune aren't quite up to stan- 
dard of the graphics, but are 
still quite good. SF 
roadbla sting In fastforward 
mode, addictive and very 
tough, 

OVERALL 92% 



OTHER FORMATS 

Next out of the factory is the 
Amiga game (£19,99), after a 
slight delay Spectrum (£7.99 
cass, £12.99 disk), Amstrad 
and Commodore (both £9.99 
cass, £14.99 disk) versions 
will follow. 



"SF roadblasting in 
fastforward mode, 
addictive and very 
tough" 




FJyirrg high and shooting from ttw hip to on* of 14 Jewfo making up Eliminator 
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VERSION UPDATE 

I-IU'I'M; 



GA 



Spectrum 48/128: Cassette £14.99, Diskette: £17.99 
Amstrad CPC: Cassette €14.99, Diskette £24.99 



A BOTTLE of ftzzy orange liquid 
won't be enough to get you 
through this lot! Summer Games is 
made up of eight gruelling events: 
pole vault, diving, 4 x 400 metre 

Precise joystick control t$ 
necessary to get over the bar - 
Spectrum icfflin 




relay, gymnastics, 100 metre 
dash, freestyle swimming relay. 
100 metre freestyle end sheet 
shooting. 

The Spectrum version retains 
great payability even through the 
different control styles required in 
each, simply constructed event. 
Visuals are good, with certain 
everts sporting some well ani- 
mated graphics — track running, 
diving, gymnastics and the pole 
vault for example - although the 
last two use rather crude, single 
colour pictures. Compared to 
Winter Games, use of colour is 
restricted although the majority of 
screens are attractive. 

The Amstrad version fares bet- 
ter with its attractive use of colour, 
and small, but beautifully formed, 
wed animated graphics. Sound 
plays a large part, featuring jingles 
on selected events, the world- 
records screen and the openmg 
ceremony. This improved presen- 
tation makes for a better 
while retaining the all-important 
challenge. 

The main attraction of sport 
simulations is the generation of 
competition between players, 
both Spectrum and Amstrad ver- 
sions of Summer Games achieve 
this - proving almost as enjoyable 
as the onginal Commodore 64/ 
12B game, 

SPECTRUM: 
OVERALL 72% 
AMSTRAD: OVERALL 74% 



VERSION UPDATE 



NIGHT RAIDER 

Gremlin Graphics 



Spectrum 48/129: Cassette: £9,99, Diskette: £12.99 



FIRST reviewed on the Atari ST in 
TGM009 (70%). this World War II 
arcade simulatoi has now fought 
its way to the Spectrum. The basic 
gameplay remains the same, with 
you controlling three crew mem- 
bers in a Gruman Avenger's 
cockpit. 

Based on the real-life aircraft 
carrier Ark Royal, the Avenger i$ 
sent to sink the Bismarck with a 
torpedo, fighting through enemy 
fighters and flak. At the same time, 
however, you must protect the Ark 
Royaf from German bombers, 
minefields, E-boats and U-boats, 

At the start you are offered a 
choice of missions; quite often 
several flights have to be com- 
pleted before you are allowed a 
crack at the battle cruiser. And on 
long missions the Avenger has to 
return to the Ark Royai for refuel- 
ling and re- arming. 

Your responsibilities are shown 
by four different views: a straight- 
ahead pilot's view with machine- 
gun Cursor, engineer's panel 
navigator's map and rear gunner. 
An indicator in the comer of each 
screen shows when your attention 
is needed elsewhere. 

Most of the screens are self- 



explanatory ( but the engineer's is 
one of the most important, requir- 
ing correct control setting for take- 



off and landing. 

Fortunately, any stage can be 
practised separately before 
attempting a mission. This is espe- 
cially useful for landings which, 
unlike on the Atari ST. are excep- 
tionally difficult to master- 
Graphically the detailing of the 
plane's instrumentation is good, 
although enemy craft remain 
unexciting sprites in front of a con- 
fusing horizon. 



There are only a few spot 
effects, and generally Vie limited 
gameplay means that the Spec- 
trum version offers better value for 
money than its predecessor. 

Although it can't compare with 
the realism of games such as Gun- 
ship, Night Raider is definitely 
worth a second look. 

SPECTRUM: 
OVERALL 69% 




The Bismark and her crew are about to experience Ddvey Jones' locker first hand - if your torpedo h/is hi 



78/124TGM TX 011:10-88 



STREET SPORTS SOCCER 

US Gold/Epy* 



REVIEWS 




E pyx's Street Sports series began with ... Baseball 
on the Commodore 64 {before TGM s time), and now 
continues with . . . Soccer, with . . . Basketball to 
follow. All these games reject the usual idea of con- 
trolling fully professional teams competing in a capacity- 
filled sladium - instead, a group of local kids play a casual 
game in their neighbourhood. 



ft' s real street cred time, Both 
players must choose three team- 
mates from the nine available, 
Who will you choose? Radar's the 
most dextrous player, but is a little 
slow? Vic an ace goalkeeper but 
apt to let the occasional easy one 
through? Or perhaps Dana, whose 
nervous attacking play is made up 
for by her defensive skills? 

From Bojo to Butch, the choice 
is yours. But remember that one of 
wilJ have to go in goal, if the deci- 
sion's too much for you. the com- 
puter can randomly select a team 
for you, or a pair of predefined 
teams can be used from a selec- 
tion of five. 

The spirit of an energetic soccer 
game in an American neighbor- 
hood is adequately generated by 
brash colours <on the Commo- 
dore) and comical style on the sub- 
urban scrolling pitch. Unfortu- 
nately, the players in the game do 
nor fit the game's style with their 
standard shirts and shorts. Aren't 
these kids fresh off the streets? 

Matches are played in two ways 
-timed over a period between two 
and 45 minutes, live penalty 
rounds played if the score is level 
at full -time. Alternatively, a target 
score can be set, from five goals to 
20. the winning team being the first 
to achieve the amount. And there 
are three skill levels. 

I pass 

Joystick direction in combination 
with fire controls kicks. Dribbling 
is automatic. Should you get into 
an awkward situation, any non- 
forward direction and fire passes 
to your other striker/ defender. The 
characters' clothes change colour 
to show who you Ye currently con- 
trolling. In your goal area, control 
can be switched between goal- 
keeper and your leading forward. 

The ball can be captured by 
blocking as it's passed, or by guid- 
ing one of your players between 
the ball and opponent's feet. Any 
fouls and the opposing team gets 
a penalty shot at goal. 



Playing against the computer - 
and ignoring the poorly defined 
ball - ts, a lively affair, the handful 
of players sprinting around nicely. 
But regardless of the situation, all 
characters run at the same speed, 
so that if an attacking opponent is 
ahead of your strikers, you have 
no option but to switch to the 
keeper, as it is impossible to catch 
up. It marrs the game seriously. 



Julie,. SHE'S A HOT SHOOTER 
WHO HANDLES THE BALL LIKE 
ONE OF THE GUYS AND CAN KICK 
UP THE MUD MI TH THE BEST OF 
THEN, KEEP HER OUT OF THE 
NET THOUGH. 



YOUR TURN. CAMEROON 



Toam choice: an intricate part of Street Sport Soecw. 
streets! - PC scrwr 



'cos it's tough on the 



PC 

Diskette: £19.99 

The PC game is instantly 
oftputting by the limitations 
of the CGA four-colour mode 
graphics, the colour freedom 
of the EGA card ignored. The 
pitch is black, where blue 
would have been a better 
choice, end players ere blue 
and pink. Scrolling is sub- 
standard, for the PC's speed, 
and gaudy sprite designs 
don't help appearances. 
Play ability is hindered by the 
same player speed problem 
as the Commodore version. 

OVERALL 42% 




Foofoalf sim?' No way, Street Sport Soccers aggressive action ait tha wey — 
Commodore screarr 



COMMODORE 64/128 

Cassette: £9.99 
Diskette: £14.99 

A two-player game provides a deal of fun and friendly competi - 
tion, but the equal -speed footballers restrict ptay. A more 
balanced control system would have made Street Sports Soccer 
a highly enjoyable football game. 

OVERALL 63% 



" Playing the computer is a lively affair, but 
hindered by the speed problem" 



A touch of tha football Managers here as you decide who's gonna play on your side - Commodore screen 

HELIssA 




STREftGTH BUT SHE's GOT A 
PE^EypK^H'TH HER GREAT ° T 
LATERAL HOMES . IT'S HARD TO 
BELIEVE HON CdUHSV SHE tAn 



to II erg on 



RICK 





VERSION UPDATE 



SUMMER GAMES II 

Epyx 



Spectrum 48/128: Cassette £14.99, Diskette: £17.99 
Amstrad CPC: Cassette £14.99, Diskette: £24.99 



SUMMER GAMES ft covers a 
further eight events, simulating not 
only the more familiar sports such 
as the javelin, high and triple jump 
but also those perhaps less well 
known; rowing, kayaking, fencing, 
cycling and equestrian. 

Variety is offered in each event 
proving more a test of timing with 
the joystick than physical punish- 
ment. On both machine-'; the d hi- 



cu(ty of events ranges from simple 
to very tough. The difficulty often 
stemming not through the profu- 
sion of joystick movements to per- 
form bat the lack of response. 
Some payability has been lost as 
a result, especially m the equest- 
rian, with its stubborn horse, and 
the unresponsive, awkward con- 
trol m the Cycling, 
Learning the moves is difficult 




Summer Gamesrecyded - contra! is 
pr»SOTlt- Spectrum screen 

and play can prove inconsistent 
Nevertheless, most events are 
problem free, entertaining and 
place a different set*. of demands 
on the player than those encoun- 




Th& phrase goes 'ioek before you temp ' - perhAps in this context it shpufd be 'fuck ' - Amstrad screen 



awkward but the thrift of the race is stili 



tered in Summer Games. 

Graphically, this sequel makes 
much the same use of the host 
machine as the prequel but fea- 
tures better animation, The Spec- 
trum version is largely monoc- 
hrome bul makes good use of col- 
our where it can. 

The Amstrad game is let down 
through lack of colour, those used 
are odd - ever seen an orange 
horse before? Scrolling however, 
is smooth and detail is generally 
better than in Summer Games. 

In the area of sonic entertain- 
ment, the Spectrum version wins 
with short tunes {although some- 
times ill-matched) played before 
each event - the Amstrad Summer 
Games ft offers only limited spot 
effects. 

Multitoad is present but 
nevertheless the competitive ele- 
ment and payability have been 
retained - and that's what matters 
most- 

SPECTRUM: OVERALL 
75% 

AMSTRAD: OVERALL 73% 



VERSION UPDATE 



QU ADR ALIEN 



Amiga: Diskette: £19.95 

XOR was a very good puzzle 
game, largely because ot the 
simplicity of its basic components. 
QuadraSieo (Atari ST 71% 
TGM 009) - from the same 
programmers - is substantially 
more complex and less likely to 
appeal to the casual game player 
looking for an easy blast. 

You supervise six droids in a 
effort to prevent an orbital nuclear 
plant melting down. In the process 
destruction of the Quadrafien 
Mother, whose minion hordes 
infest the plant, is desirable. 
Besides the Ouadr alien infection, 
the nuclear plant is also massively 
contaminated by radioactivity. 

To succeed you must progress 
through all four levels. Three 
require codes given only once 
sufficient points have been 
scored. Each level - except the 
final one - is composed of six 
chambers tackled in any order 
with any combination of two of the 
six droids - each has different 
characteristics. 

On the first level simply find and 
collect all the radioactivity, while 
keeping the reactor cool by push- 



ing barrels of coolant down 
chutes. On most chambers lasers 
may be used to blast objects 
which get in the way, others, how- 



ever, won't allow this. On later 
levels there are explosive charges, 
magnetic tracks, earthing -box 
traps, lighting points and aggres- 
sive aliens. 

The Amiga version has richer 
sound effects and background 
music than the ST, plus some 
additional graphic effects on the 
control panel, but is handicapped 
by the 'stepped' way it flicks 



between screens. This effect may 
be technically far superior to the 
simple switch between screens 
(as on the ST), but is irritating to 
watch every time you move off 
screen. All in all a long-term 
challenge which fortunately 
incorporates a save/load option. 

AMIGA OVERALL 64% 




Six roods arm yours to commend as you strive to prevent a mettdawn 
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REVIEWS 




VERSION UPDATE 



Sargeant $t&et ptays rough with rookies - but it's for their own good! 



NINETEEN PART 1 
BOOT CAMP 

Cascade 



Spectrum: Cassette £9.95, Diskette: £14.95 



THE GAMi of the hit record rolls 
on with the Spectrum version fol- 
lowing its Commodore predeces- 
sor (62%) a month later, We got a 
picture in last month, but not a 
Spectrum review. 

Vietnam is where you're going, 
but first the training camp. Four 



appropriately tough stages con- 
sisting of eight substages, (ail to 
complete one sub stage and you're 
on to the next multiloaded event. 

The assault course, with brick 
walls, monkey bars and ditches, is 
surprisingly sedate, not a hint of 
Irantic joystick-waggling. Graphi- 
cally this is good, with the soldier's 
gasping for breath beautifully ani- 
mated, unfortunately it's also vefy 
tough, Timing the jumps and so 
forth is exceptionally picky, con- 
veying little of the atmosphere of 
the event. 

Far more effective is the second 
stage shooting range. Jeep train- 
ing, the third stage, is graphically 
nice, but suffers from the jeep 
obscuring much of the course 
ahead - frustrating. The last train- 
ing session is with Sergeant Steele 
for unarmed combat, a rather slug - 
giSh bent- 'em -up 

Undoubtedly the best section of 
Nineteen is its most original part - 
the shooting range. Other events 
lack originality, but presentation 
and play ability is significantly 
improved from the Commodore, 
making it well worth a look. 

SPECTRUM 48/128: 
OVERALL 73% 



VERSION UPDATE 



LA CRACKDOWN 



Commodore 64/1 28: Diskette: £14.99 

THIRD in Epyx's Masterclass 
features illegal drugs 
trafficking. 




FELIX. 

Sh 



~1 hear soHeone walking around, 
ould I go in? <V/H> 
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of LA. It's up to you to stake out the 
shipping company responsible 
and gather sufficient evidence to 
bring the perpetrators to justice. 

Using an on-screen menu you 
control a rookie cop to plant bugs, 
search warehouses, fight thugs 
and interview suspects, However, 
he has a mind of his own and may 
refuse to do your bidding or indeed 
decide to quit should you order 
him to do anything unreasonable. 

The Commodore game plays 
similarly to the PC version (re- 
viewed TGM 010 68%}. although 
sound and graphics are slightly 
improved. Disk-access time is 
minimal, but unfortunately the pro- 
gram causes the drive to hammer 
something terrible when acces- 
sing. In fact the worn/ of the dam- 
age it may be causing to the heads 
outweighs the desire to play the 
game It's not worth the risk. 

COMMODORE 64/128: 
OVERALL 40% 
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TRYBRTOGE SOFTWARE DISTRIBUTION 
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TRILLION BYTE 



Sex, drugs, war and mirrored sunglasses. 
Classic cyberpunk themes are all revealed 
in the fist of TGM's Trillion Byte Trip book 
reviews. Over the page, Stuart Wynne 
segues into another trip altogether 



■Hooking on a moonlit wagon 
fftj pulled by a mad horse David 
Mongolia felt dread. But that 
M[j was just fancy. He realised 

BHthat his first intuition had 
embodied the true essence of ter- 
ror the comprehension that every* 
thing we dread is simply a remin- 
der of insignificance, one we 
assign a supernatural valence in 
order to boost our morale. 1 

And as with mysterious happen- 
ings in the dead of night so with 
foreign wars lost. America's 
longest war was also tne only one 
it lost and that failure continues to 
haunt even now. Not even the long 
decayed burial of the Vietnam 
War "s Unknown Soldier has laid to 
resl all the ghosts. Just ask would- 
be Vice-President Senator Dan 
Quayle, Oliver Platoon Stone or 
the mothers of those declared 
Missing In Action there- 
Vietnam's unworldly resonance 
and dark magic provide much of 
the power of two new novels deal- 
ing with conflict in Central 
America, Undoubtedly the most 
powerful and impressive of these 
is David SJiepards Life Dunng 
Wartime (CI 0.95, Grafton Books) 
This is a heavily praised story set 
in some neo-cyberpunk near- 
future where America has commit* 
ted its regular forces to a conflict in 
Central America. The central 
character is David Mingolla. an 
artillery man with latent psi powers 
which he has been suppressing to 
avoid service in the ominous 
PsCorps. 

Mingollas story begins conven- 
tionally enough, with next genera - 
lion gunships and fighters flying 
over Free Occupied Guatemala. 
Thereafter the book lakes a dis- 
tinct turn toward the surreal, with 
helicopter pilots sealed in 
impenetrable black helmets claim- 
ing powers of prophesy. 

Mmgolla and his friends react 
badly to this. Intensely superstiti- 
ous, they follow elaborate rituals 
as if a bullet must first be wrapped 
in a spell to kill them - rather than 
simply suffer a lucky ricochet, In 
this the Amencan soldiers are 
becoming like the Central Amer- 
icans^ trapped between the poles 
of magic and reason, their lives 
governed by the politics of the 



fail to convince. 

The novel's themes of Sex-as- 
God, violence and the nature of 
reality flow effortlessly through a 
superb war story/supernatural 
thriller/love story. Such improba- 
ble concepts as a global conspi- 
racy and massive use of psi are 
merged to produce a disorientat- 
ing insight into contemporary life, 
unreal and yet more convincing for 
that. The most enjoyable and 
stimulating book of the year, dec- 
ade, eti 

Lewis Shiner, like Richard 




ultrareal, their spirits ruled by 
myths and legends', 

As the novel continues, surreal 
events swirl out of the jungle with 
an eery, hallucinogenic quality. A 
tallen helicopter contains an artifi- 
ctally intelligent computer claiming 
to be God, a drug-crazed group of 
AWOL soldiers worship beams of 
light penetrating the jungle 
canopy, and Mtngolla engages in 
somepyrotechnical psi battles. 

Moving from impressive, broad 
canvas portraits of a sprawling 
battle lo ttic fragile, almost intangi- 
ble currents of feeling in a love 
affair, Shepard 's sharp eye for 
observation, and rich prose, never 



Shepard . i s a former rock m usician 
who has chosen to write on Cen- 
tral America for his second novel. 
Unlike Shepard he's very much a 
port of the Cyberpunk movement 
with his first novel - Frontera - 
dedicated to William Gibson 
among others. 

It's a surprise, therefore, to find 
that Deserted Cities Of The Heart 
(C3.99, Abacus) is set in the past. 
1986 to be precise. To some cer- 
tain extent its post- Cyberpunk, or 
pre-Cyberpunk. one of the charac - 
ters disparages the ultimate sym- 
bol trappings of Cyberpunk - mir- 
rored sunglasses - as tlakey. 
Another argues it's a lie; 'I think 



•EStRTEtXITItS OF 
THE HEART 



you're kidding yourself, People 
aren't going to tear down all their 
beautiful ranch -style homes and 
start living in greenhouses. Things 
are just going to go on the the way 
they always have.' 

The conflict belween the 
oppressive status quo, and a more 
uncertain revolutionary future 
Struggling to be born, underfy the 
war between the Mexican Army 
dnd communist guerillas 

The novel starts with a Rotting 
Stones reporter looking for an 
interview with a guerilla leader. 
Later it moves on to encompass 
an anthropologist, his sisler-m- 
law and their quest to find her hus- 
band before closing these sub- 
plotstogether in a mystical climax, 

The husband is. m tact, a former 
rock guitarist who has disap- 
peared in the countryside to live 
with Mayan tribes people. His 
relationship with them, and 
dangerous experimentation with 
'mngrc mushrooms", provides ah 
interesting insight into Central 
American culture, counterbalanc- 
ing the excellent characterisation 
of normal Americans caught up m 
war r and some superbly drawn 
echoes of Vietnam. 

Polished with some intensive 
research, such as why Belgium 
FAL rifles are so popular with com- 
munist revolutionaries, this is an 
excellent story, Like Life During 
Wartime, it encompasses a pow- 
erful love story and war story, while 
hinting at yet more serious things. 
A serious, very sensual novel wilh 
a thriller's pace, 
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What does the doyen of Sixties mind-benders, 
Timothy Leary, Mr Cyberpunk William Gibson 
and The Bard s Tale series have In common? And 
what does It bode for the future? Stuart Wynne 
found out by talking to American games desig- 
ners Interplay 

interplay Productions are among the most well-known 
of American programming teams, rising to particular 
prominence with the recent conversion of their RPG 
classics - The Bard's Tate series - to a wide variety of 
home computers. The company formed back in 1983 
quickly established its mettle with the graphic text adven- 
tures Mindshadow and Tracer Sanction, Both were 
released through Activision, and Mindshadow in particular 
was an impressive debut. Since then the company has con- 
tinued to produce games with a strong adventure element, 
but as of April 1988 Interplay has gone independent, setting 
itself up as a software house publishing its own programs. 
To find out why, and how it became involved with Cyber- 
punk and LSD guru Timothy Leary, I talked via TGM's trans- 
Atlantic interface to Brian Fargo, the Producer/Director of 
all Interplay's products. 
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Interplay's decision to go indepen- 
dent has apparently much to do 
with the type of games it produces. 
A relatively smalt company it 
employs designers, programmers 
and artists on projects which can 
literally take years to develop. 
Wasteland {see page 75) took no 
less than two years, with five 
people on it full-time, and eleven 
people doing support program- 
ming. 

Obviously such extensive work 
takes a lot of money. The royalties 
received from selling to a software 
house are markedly less than sel- 
ling it yourself, Moreover Interplay 
want to develop a higher profile for 
themselves* with a reputation for 
consistent, quality products. 

Unfortunately their most famous 
title - The Bard's Tale - as well as 
newer Wasteland, are both the 
property of Electronic Arts, so 
whether or not there are sequels is 
up to them. And Interplay may h in 
.inycase, choose not to write them. 

To establish their name as an 
independent software house, 
Interplay have thus been forced to 
produce two, totally new games. 
One of them is Battle Chess, the 
company 1 s first original Amiga pro- 
gram, with four Mbytes of anima- 
tion and 400K of digitised sound. 
The other is Nevrom&nver, the 
computer game of Cyberpunk p s 
most acclaimed novel, written by 
the man who almost singlehan- 
dedly created the genre - William 
Gibson. 



Set in .21 st century Japan, the com- 
puter game, like the book, foresees 
the world dominated by a vast com- 
puter network. Interacting with 
these networks is done by 
Cyberspace, a Fran-like alternative 
reality, representing transactions 
by visual symbols, rather than text 
and code- 

Cyberspace hackers able to 
crack the ICE protecting corporate 
databases are both feared and 
prized. Neuromancer*s central 
character. Case, is one such cow- 
boy, and he begins the computer 
game scouring the streets of Japan 
for better equipment. 

The scenario, completely unlike 
the novel, finds Case attempting to 
discover who is flatlining - killing - 
his hacker friends. To do this he 
must search for advanced equip- 
ment and secret information so as 
to gain more skill at melting ICE 
systems. 

Interplay freely admitted that lit- 
tle of the original work's plot 
remained, but were enthusiastic 
about their own version. Rather 
than simply converting the book's 
storyline into a roleplaying adven- 
ture, they felt they'd 'captured the 





essence of the world* the charac- 
ters, the matrix ... All the people 
are there, their personalities are the 
same and there's a mission that's 
slightly similar, 1 

£ nf ire I v new struct u 1*6 

In addition the computer game very 
cleverly uses, wherever possible, 
direct quotations from the novel to 
describe pieces such as Rate's bar. 

When questioned about how 
Interplay felt tackling the C64 ver- 
sion of a book involving state-of- 
the-art, 21st century computer 
graphics, they pointed to this use of 
text to create the appropriate 
atmosphere. Moreover the actual 
battlegrounds of Cyberspace were 
never described that precisely, so 
Interplay felt themselves free to fol- 
low their own instincts as to how it 
should look. 

More generally it was apparent 
from the look of Nevromancer 
screenshots that the game had a 
totally different gamestyle from The 
Bard's Tate/ Wasteland approach. 
Interplay acknowledged this, say- 
ing they 'd produced an entirety new 
structure which was very difficult to 
categorise. For example, whereas 
combat was central to the earlier 
games, the new one has very little 
except in relation to confronting 
ICE and Al computers in 
Cyberspace. And as this takes 
place in Cyberspace it bears no 
resemblance whatsoever to 'hac- 
kin 1 and 'slayin" with the Bard. 

Instead Interplay felt 'that 
technology and knowledge 
become your weapons in this 
1 Cyberpunk] world'. One of the 
things they were most proud of in 
the new system was the ability to 



have conversations with NPC's 
(Non Player Characters), 'The inter- 
face is unique and provides for hav- 
ing very interesting conversations 



Thv body bank: exchange 
your non-vitals tor 
curroncy 




Tron-ttfc* Cyberspace: there lurks 
D fit*. space 

with a lot of humour and feel/ 
Nevertheless the company refused 
to label the system a substantial 
advance on their f ormer style, pre- 
ferring simply to call it "different 1 . 

Leary and 
Neuromaneer 

Interplay first became interested in 
Gibson's work when Timothy 
Leary, a friend of Brian Fargo, 
showed him Neuroma/racer. Leary 
had acquired the rights to a game 
version from the movie producers 
and originally intended to do the 
game with Electronic Arts, These 
plans fell through however, as did a 
subsequent attempt with Acti vi- 
sion. During this time Brian Fargo 
and Troy Miles had started a design 
that they felt would capture the feel 
of the Cyberpunk genre. 'Max 
Headroom was a favourite show of 
ours as well as Blade Runner*' 

When Acti vision dropped the pro- 
ject, Interplay asked them for the 
rights. Getting Acti vision, the movie 
producers and Timothy Leary to 
agree on a deal was a little tricky. 



"They'd 'cap- 
tured the 
essence of the 

world, the 
characters, the 
matrix . 



■i 
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Once completed, however, it 
proved very easy to adept their 
game design to Neuromancer ' con- 
sidering [Interplay's] feel for Cyber- 
punk 1 , 

One of principal players in the 
deal, Timothy Leary, is of course 
famous* perhaps infamous, for his 
Sixties ad/vice to American college 
students 'turn on, tune ln T drop out\ 
At trie time LSD had yet to be ban- 
ned and as a psychedelic, non- 
addictive mind-altering drug, was 
seriously considered to offer 'trips' 
comparable to the religious experi- 
ences claimed for great saints. 



Computer-excited 

The horrors of heroin and cocaine 
addiction together with several 
LSD - related m u rders inlhelate Si * - 




Superb animation coupled wrth Mon ty Python- typo humour makes this a Q/ff* of Chess with a difference - Amig» 




ties have since insured a radical 
change in attitudes toward LSO 
Leary himself always advocated 
calm, peaceful surroundings for 
taking the drug which can, in a 
depressed state of mind, make 
nightmares appear real. Leary now 
emphasises the need for training, 
such as shamans undertake before 
taking 4 magic mushrooms'. Only 
recently denied entry into the UK, 
Leary remains controversial, but as 
Interplay pointed out, less so than 
20 years ago. Nowadays 'he's more 
into computers than anything and 
he's real excited about what's hap- 
pening 1 . 

Besides introducing Interplay to 
William Gibson, for the initial design 
sessions, Leary also introduced 
them to the cult, American punk 
group DEVO (current release: Totaf 
Devo on Enigma records). Getting 
them to produce a soundtrack was 
surprisingly easy: "DEV0 are the 
ultimate cyberpunk &. they love 
[Neuromancer]. They are tans of 
Gibson, fans of the book and their 
sound has a cyberpunk sound., so 
when they found out they could do 
it they jumped at the chance/ 

Do Interplay consider them- 
selves Cyberpunks? 1 'Yes, of 
course! We are the computer hac- 
kers oi the future. In fact the prog- 
rammer, Troy Miles's nickname is 
Modern Miles - - - We thought Gib- 
son's vision of the future was very 
close to home - - - we see the notion 
of Cyberspace as something that 
could happen, vi si a I interfaces are 
far more effective than any typed 
ones . , . the fact of the future being 
gritty is right on. People assimilate 
technology quite rapidly already. 1 

Neuromanclng 

Neuromancer the computer game 
may be assimilated from October 
for £14.95 on two, absolutely cram- 
med -full Commodore disks, and 
December for £24,95 on the PC. 
Distribution in Europe and UK 
remains in the capable hands of 
Electronic Arts, whose Leslie Man- 
sford was mega-snazz in setting up 
this interview, 

For the future Interplay have in 
development a 'Project X 1 contain- 
ing many advances over Bard's tH 
but designed to appeal to the same 
audience. Sequels to Neuromancer 
based on Gibson's Count Zero and 
Mona Lisa Overdrive depend on 
reaction to the current release. 

Nevertheless Interplay have been 
talking a lot about Count Zero and 
already have many improvements 
in mind for it - should the game be 
produced. As for the 16- bit market 
Baffle Chess is an incredibly impre- 
ssive debut on the Amiga, combin- 
ing superb animation with Monty 
Python- type humour. If gameplay 
matches presentation, Interplay 
look set for a very bright future 
indeed in the 1 6-bit market as well 
as the 5-bit. 

As for the future of this Cyber- 
punk series, transatlantic com- 
munications permitting, I hope to 
have an interview with William Gib- 
son himself, and even that much- 
delayed look at RoboCopv thai 
multi-madia and extremely violent 
Cyberpunk entertainment. 




ADVENTURE 



ROB STEEL'S 

GETTING 
ADVENTUROUS 



STEEL SHAVINGS 



it had to happen t suppose P not one adventure game has come 
my way for review this month. Someone pass the Neurofen! 
While I swallow these, to prevent you staring at two appealing, 
but nonetheless boring, pages of white, I thought Td tell of what 
deJights we have to look forward to from rnfocom/Mediagenic. 
Welcome to the adventure preview section - plus another 
chance to get the feel of Sleet's tips'. 



SHOGUN 



RELEASE DATES; Atari ST and Amiga, Spring 19B9, Commo- 
dore 64/123, June/July of the same year - Prices to be 
announced 



J 



ourney back to the 1 6th century and imagine yourself 
as a sea pilot on an uncharted route to the Japans. 
Shogun places you in this situation as the hero John 
Blackthorns, from James C lave II' s best-seJhng novel. 



You finaMy reach land to find your- 
self caught up m a political power 
struggle between two Japanese 
regents, both aspiring to be Sho- 
gun, As you attempt to adapt to 
the alien culture you befriend one 
of the regents and fall in love with 
his translate r. Man'ko. 



Dave Lebling, author of Sor- 
cerer. Speiibreaker and Lurking 
Horror, collaborated wrth CI swell 
to write the game. He also incorpo- 
rates much of his own creative 
styte and rich prose. 

Shogun, unlike previous 
Infocom adventures, is more con- 
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thin, <vx9 Know th<Jt ■ I you 
ton l lortdfaH soon you' f I all 

Vou are Jam Blaefrtfternc, 
fot-ttajor of a daatf fl*tt One 
ip left out at five, etght and 
tntij «ot out of on* hundred and 
reverv and only ten of those can 
■aik no food, otaof t no water, and 
it broefrish and foul 
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ten eerchatt and privateer The 
Lnraihed «neel ts iHreclJy forward 
uf you, a fed Cham i« lashed to tr. 
feci- oft af the kneel and the 
Ship"* bell is hanging here Spray 
bio»s post in on angry torrent 



dge of the 

( if the bridge 



the ErasMUi .» 



Fhe "Heal dokinatM the quor terdeei 
It is turned straight and free to 
Um no* 

The ship heels (fl a E«4deri tajoll, 
'Ofcing you froe yOi** post at th# 
»l . which, UH&wafowl led. begins 
turn to nor X 




Th« gate Ce»rs at yc*u - mske it to tone* *oon or your craw dJofl - Sr screen 



cerned with getting Blackthometo 
think and make decisions about 
situations rather than solving com- 
plicated puzzles, 

Its graphics mimic a traditional 
1t»th century Japanese style and 
are purported to be the most out- 



standing that Infocom have 
created to date. They are used to 
enhance the story and reward you 
tor handling situations success- 
fully - whether it be matching wits 
with tyrannical Japanese aristoc- 
rats or fighting off Ninja attacks. 



BATTLETECH: THE 
CRESCENT HAWK'S 
INCEPTION 

RELEASE DATES: PC later this year, Commodore 64/128 early in 
1989 - Prices to be announced 

T— ! his may not strictly be an adventure, but when you're 
struggling for product to look at, the ruies sometimes 
get bent a little. From the 1 6th century let us travef 
forward to the 3 1 st and Chara IV - a water processing 
plant. 

Whilst training to operate the lethal 



Bartlemechs (massive combat 
robots) you, as Jason 
Youngbiood, suddenly find your- 
self defending the planet against 
an alien invasion. You learn that 
your fattier led a crack squadron 
to meet the enemy but neither he 
nor any of his men returned, 
frightened, yet brave and deter- 
mined, you sw&ar revenge against 
the deadly Kurita warriors. 

To produce this state-of-the-art 
roleplaying adventure, Infocom 
joined forces with Westwood 
Associates (acclaimed RPG 
jnets from Las Vegas). 



As well as being majnly about 
combat and budding characteris- 
tics, you may at any time, hone 
your skills by entering the arena, 
where you can either control the 
fighting yourself or use the com- 
puter to fight for you. 

Each battle challenge is more 
deadly than the last, and as you 
get closer to your goal, so the fre- 
quency of confrontations 
increases - hopefully along with 
your skill level, 

Battfetech includes features 
typical to standard role-playing 
games plus some unique innova- 
tions; spectacularly animated 





Using your Bstttttech robot d*t»nd th* ptanmt m your for D&dtty -ST 

wemm 

graphics, emotive responses from 
characters and the option to zoom 
<n on particular action sequences. 



A deviation for Infocom maybe 
but an interesting one. 
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ADVENTURE 



JOURNEY 

RELEASE DATES: PC later this year. Atari ST and Amiga early 1980 
and Commodore &4/12E in the spring/summer of 1989 - Pnees 
to be announced 

Co-author of the Zork 
Trilogy, Marc Blank, 
has created a new type 
of computer storytel- 
ling system; incorporating a 
classic fantasy theme and 
melding two game-types 
(adventure and RPG) into a 
novel form of its own. 
Role Play Chronicles draw 
from trie best games which 
include both elegantly rich 
prose and challenging puz- 
zles. 

Journey takes you to a graphical 
land of mesmensmg fantasy, told 
in the tradition of JRR ToJkiens 
The Lord Of The Rings, You share 
your magical adventures with Tag, 
Praxix. Bergon. Esher and Minar 
as they solve puzzles, overcome 
obstacles and explore unknown 
lands. Each character can act 
independently (sometimes for the 



good of the quest - sometimes 
not!). 

Your task is to help them decide 
where to go and what to do. You 
have the power and therefore must 
be combat strategist, physician. 



and character judge whkte pursu- 
ing the defeat of evil infesting the 
land. 

PSungm yoarmmtt into a graphicaity 
Ukiatrwtad world ofdwarva*. tDm, 
nymphs and wizard* in Jw"*y- ST 




Journey 



lh« lorert thai night, of br i gM-CO I or*d brrds, anO of ihm 
beautiful «OOd EK>*s from the flori*f of *V childhood Th* n*zt 
day. ■* ro ** " 1 '■h th« swn 

Thm *ormnO uett ftill ond hary and m* t%<r\+6 tOM>-d lh» 
forest "ith great «og«nwt rVOwi^ spotted o *ide path ehieh 
h*9d*d due *Of t toward lh* Sumtl** ttountairv, and M Spent d 
glorious •ornrng Peneoth toll tree* ond a plue i> v fround 
■ iddog. we com* to a noil clearing* where we decided to ■top 
for lunch 

Ar*d then r without warning, d large fnake lunged at Ulnar, 
grabbing hie <by tne leg Bergpn. reacting i m* I > nc 1 1 l y . killed 
tn* snake with a single blow of his sword, ttinar collapsed 
agamst a tree 

I "The snake*," he started, griwocing eith pom "HigMrang * 
His uoice trai led off . and hi* eyei toot on a gland, vacant, 

dttetl 



"Bui that cannot be k I thought Hightfang 
the Star stalker* - I said, hopefully 



-e nocturnal , I ike 



-find you ear* right, " rep I ied Praxlx "They were nocAurndl 
Sergon, thu eon will did unless we car, find iom wkStflake 
root Thwrw is littld ti«et* 
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Tel I Legend 



ZORK ZERO 

RELEASE DATES: Atari ST and Amiga early 1969, Commodore 64/ 
128 spring 1989 - Prices to be announced 

e ail know and love trie Zork Trilogy (including 

W Beyond Zork there are actually four parts to the 
series), but it appears that tnfocom have gone as far 
forward with the subject as possible. Knowing a suc- 
cessful subject when they see one, they aim to fill their 
coffers by going back in time to J the early years 1 and exa- 
mining the Great Underground Empire's history. 



STEEL TIPS 



Stuck In a tree? Up to your waist in gooey s-lifTia? Short of a match 
or piece of string? Pissed off and about to turn off the com outer? 
Well write to me, folks. Help you? Not likely, but I can always pass 
on your plea vie this column end someone out tnere might condes- 
cend to help. Meanwhile, here are some tips I prepared earlier , . , 



Steve Meretzky. author of the 
famed Learner Goddesses Of 
Phobos, is the man who takes you 
back to the beg inning - addi rig his 
own unique brand of humour to 
Zork Zero. 

This prequdl explores the col- 
lapse of the GUE, boasting more 
than 200 locations arid as many 
puzzles as the Zork Trilogy com- 
t»ned. It also features the first 



Infocom title, 

Zork Zero takes you to the last 
days of the empire. The evil magi- 
cian. Megaboz has cast a spell to 
destroy the ruling Flathead famiiy 
and threatened the very kingdom. 
You are one of the many fortune 
hunters trying to claim a reward by 
stemming his curse - although you 
do hold a family secret which 
could just give you the edge- 



graphical puzzles lo appear in an 

77m history of ttm Empire rmvatod irt Zork Zero- Y—rl QUE - $T aera tr^^ 




Robin Of Sherwood 
Adventure International 

From the start: Stand on the pris- 
oners, grab the guard's leg and 
strangle him when he falls. 

Search him and take his sword. 
Undo the bolt and open the grate, 
go out and through the door to the 
courtyard. Climb the battlements, 
go through the door and head 
right, go through the window. 

Enter the waterfall and collect 
the weapons, go south, pick up the 
quarterstaff and fight little John to 
free him from the spell. Drop the 
staff. 

Go to the holly tree, climb and 
examine it to get the touchstone 
Go to the outlaws camp and type 
look. Go to Nottingham and enter 
the bow and arrow contest. 



Zork i 
Infocom 

To speed up the whole game- kill 
the thief first 



Seabase Delta 

Firebird 

Enter im and iss to fire the small 
missile. Swim to get the plank 
which acts as a lever 



Lords Of Time 
Level Nine /Mandarin 

To get the icicle - shout! Drop 
something cold to get across the 
lake. Kneel, then pray to gam a 
winged gift 



Beyond Zork 

Infocom 

In the cellar, look at the amulet 
through the wine bottle to get a 
spell that gives you 99% strength 
{temporarily) - enabling you to 
break down the door. 

Give the chest to the monkey 
grinder (after he's retrieved ihe 
sprite from the Guild Hall door) to 
dispose of him. 



Come on, I'm not doing all the 
work! Just think of those poor, 
stuck souls out there, scream- 
ing pleas of help. Help me help 
them if you have any ptty or »n 
ounce of human geodfellow- 
ship. Right! If that hasn't wrung 
the strings of your heart - go 
lump down a trap-door. Send 
tips or maps to: STEEL TIPS, 
THE GAMES MACHINE, PQBox 
10, Ludlow, Shropshire SYS 

we. 




Win yourself an Atari 520 ST and ELIMINATOR - 
Hewson lash out with all 16-bits firing! 



ELIMINATE your craving for 
arcade action with Hewson s 
brilliant hit game Eliminator - 
it's reviewed this issue on 
page 77 with a top-notch 
rating of 92%! 

Ripping along a futuristic 
road with oncoming aliens 
calls for quick thinking, fast 
movements , and don't dare 
take your finger off the f ire- 
button! Eliminator \s 
Hewson's first ST game, and 
what better way to celebrate 
the fact than by giving one 
away -an ST that is. 

In addition to receiving the 
520 ST, the winner also gets a 
copy of ST Eliminator. And is 
that all? No, by golly! TEN 
additional runners -up also get 



a copy of Eliminator on any of 

its formats: that's Spectrum, 
Commodore 64/1 28, 
Amstrad CPC, Atari ST or 
Amiga. 

To be in with a chance of 
winning some Hewson 
goodies answer the following 
mind-bogglingly difficult 
questions, in true jovial 
Hewson style, and complete 
the form . . , 

1) Which of these song lines 
does not have the word 
ROAD in it? 

a) Hit The Road Jack , * . 

b) There's A Bright 
Golden Haze On The 
Meadow , . . 

c) Follow The Yellow 



Brick Road , , . 
2) What is the worst 

possible thing that couid 
happen to your copy of 
Eliminator? 

a} The sticky label comes 
off 

b) A pack of m uta nt tiger- 
hounds from hell destroy 
your house and eat your 
copy of Eliminator and 
digest it. 

c) You own a Dragon 



3) How many Hewson 
games has TGM 
reviewed? . 

a) All of them 

b) Some of them 

c) None of them 



3) Finally, complete this 
sentence in no more than 
20 words;" I would like to be 
an Eliminator because r . . " 



Write the an swers down on 
a postcard , or the back of a 
sealed envelope, together 
with your name, address 
and computer owned, and 
send it to ELIMINATOR 
COMP, THE GAMES 
MACHINE, PO Box 10, 
Ludlow ; Shropshire SY8 
1DB. All entries must be 
received at TGM Mission 
Control by October 2D\ and 
entrants must abide by the 
competition rules detailed 
m the masthead 



To help Hewson plan ahead please answer the following questions, don't worry -they're not part of the competition! 

Favourite Hewson game: , „„„ „„„ 

Do you usually buy games on disk or cassette: „, , 

If you intend to buy a new computer soon, which one?: „„„„ 
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BOARD GAMES 



GOING RIGHT 




nat's going to be Number 1 
Ml boardgame for Christmas 
lflf 19B8? if you knew the ans- 
J J wer to that, you could 

make a fortune . With a II t he 
selling dona for the Christmas 
sales bonanza, it's time to get the 
designs and packaging right for 
the winter selection, so no one's 
saying anything nor giving much 
away, 

We did get our hands on a 
couple from Henry Games, the 

people responsible for the excel- 
lent Vultures and (reviewed below) 
Ascent, which are already in the 
shops. Megalomanm and Lateral 
Thinking are each designed to 
appeal to different elements of the 
games-playmg public. 



Megalomania is the ftashy one. 
Dazzling ly presented in a Shim- 
mering silver box, it is replete with 
elements intended to impress . . . 
suitably, since this is a political 
election game. Although there's 
plenty of opportunity for devious 
dealings, Megalomania probably 
best suited to players enjoying 
long, thoughtfully drawn-out 
games. 

Lateral Thinking is really heavy- 
going, but it might well delight 
chess players who fancy some- 
thing a bit different - it's endorsed 
by the National Chess Federation. 
It's hard to get into, the sort of 
game requiring much practice 
before you can start playing for 
real. Looks good though. 




ASCENT 

Henry Games, 2-8 players, around £20 



PSI 



ecause it's there! Recognise 

nk the cry'? Yes, it's every 
■C mountaineer's answer to the 
U favourite chestnut 'why do 
you climb mountains?' 
Ascent is the wimp's way out - 
thrills without pent 

The dangerous peak is printed 
on a board, with base camp, huts 
and mountain tents on points 
along routes to the summit. 

The objective - to reach the top 
before your opponents - is 
achieved by using set routes, indi- 
vidually coloured, and ascending 
further with every turn. 

From base camp all players 
choose a route. Each turn players 
state to where they intend travel- 
ling, and check with the equip- 
ment, rations and weather chart to 
see what's needed. 

Players have a selection of red 
and bJack cards numbered one to 
ten, which relate to the equipment, 
rations and weather required on 
each move. You pick a card from a 
shuffled pack and if it matches 
your card number, or is higher, the 
journey can proceed. However, if 
the number can't be matched it's 
back to base camp you go, 



Avalanches are a killing hazard 
If you get caught in one. At the top 
of the board there are avalanche 
dials. Every turn you throw the die 
twice - first to select which 
avalanche dial is to be moved and 
the second to select by how much . 
When a dial goes round and hits 
zero an avalanche occurs on the 
sites mentioned on the dial, and 
any players on that site fall to their 
death. 

The game continues until one 
player reaches the summit or all 
players have fallen down the 
slopes, 

tHEVtHDlCF 

Ascent starts slowly, as players 
wait at base camp to collect cards 
to prepare for the journey. So, it's 
only half way through the game 
that things really start moving. The 
avalanche counters begin to reach 
boiling point, cards start running 
low and everyone tries and finds 
the safest route. Presentation of 
the game is excellent with strong 
laminated cards, attractive board 
and twiddly dials to fiddle with. Not 
an essential purchase, but play st if 
you get the chance. 



I 




Paradgim Games, 2-7 players 

Y_, ou class yourself as a real 
bitch , don 1 you ? The kind of 
person who really doesn't 
care what they say about 
who'? If so, you'll positively 
rave over P$t (Psychology, Slan- 
der, Intuition), a game which relies 
on nothing but your opinions of 
others. Put simply, you're trying to 
guess people's identities by com- 
paring them to objects, 

Each player takes possession of 
one of the seven characters - illus- 
trated by the seven deadly sins: 
sloth, envy, pride, avance, glut- 
tony; lust and anger. 

To kick off, player one takes a 
personality card from the 'rather 
clever card dispenser', which pro- 
vides them with a character 
(Queen Victoria, Gloria Hunniford. 
John Cleese or one of the other 
players or a friend you all know}. 
Then all the other players take a 
PSI card and ask a question. 

For example: player one's card 
says 'You are John Cleese', The 
PSrcard asks What kind of punc- 
tuation mark are you? 1 Player 
one's answer would probably be 
along the lines of 'an exclamation 
mark 1 . The simple idea follows 



through a section of the game until 
one player guesses the charac- 
ter's identity. 

Points are awarded to the 
character card holder and the 
player who guessed correctly, 
depending on how quickly the 
identity is discovered. Scored 
points are translated into steps 
around the board and players 
move their counter. First one past 
the finishing post is the winner. 

Bu+ before the game concludes, 
the winner is subjected to a final 
round, asking other players PSI 
questions. 

THE VERDICT 

A lot of fun can be had with PSI- if 
you're playing with the right kind 
of people (ie ( don't care what they 
say). It's a great theme to put onto 
a board game and simple to 
play . . though not simple to play 
well (as Paradigm say) 

Highly entertaining, and well 
packaged (though putting 
together the jigsaw board is a 
game in itself). Highly recom- 
mended, 






Yes TUD will bach, up moil or your TAPE based soil wo*} mclud-o. moat CKt theracanl 
imfkv loaders and trios* programs w.fh a counter - eonvBrts tor rel-able loading Can 
measure speed at fastei leaders, manages 100^ aCCura't-ly many blocks over 51 k 
etc etc Urir iva«od. On Ibm at £7-50. 



SPECTRUM TAPE TO DRIVE - TPS 



A cornplele software package {include* TUG) «o < r ar>»rer hundreds o» jyojrama to 
„ our drrHf * _ manages norne 1ha1 hardware devices can r.ot reach' Jerky and oounttr 
loaders managed easily, but program not "or the r OV ice Only CI 2 <*£1 on ritfdnve 
earn INFORMATION BOOK cowering over 40Q iranslers, including marry 
E2 SD antra wilh TPS. 



M/DHIVf OWNERS - MIC ROMAIC 



Oh I ft 



Ttie only complete package lor rrVdnve owner 
wmegf its features Format |gp to appro* 104*1.. Glow 



and il pays Tof itself Tbese are jusi 
lor adilcK. reconditions 

cartrTd^" repairs "arvl g<««s condition gl files. 'bMl' program rmilliple EJMfiE, 
t^rame 'rue CA1 Copies tao* todriva lun,&*cured}. drive so drive, driva to tape. H rtw 
so many Matures and Ml umque YOU MUST HAVE THIS PROGRAM IF VOU HAVE 
A Mi'DRlVE' £13.99 or* mVdrive cartridge 



CODE COMPRESSOR, 200 TOOLKIT 



iprewor-compreasesmacti^ecoge- mariy uses, but .deal wlh hardware 
devices. thS danl compress code Only £4,50. 2ao Toolkit - An superf assembler 
■u . screen ed'ion fasl caaasemftl** single step lo see how m^c works loader. 
na*/dec toggle tutorial - 'deal for ALL particularly beginner* - only £799. Slate 
TYPf or SPECtRUM ♦ dr.ve System when order- ng E g PLUS 3 or 128k wilh Opus 
dscdr we Ia7drirt cartridges 11,75 e»c Mm in 4>- 

ALL PROGRAMS C ARRY 0 Ufl MOW EY8ACK G UARANTEE inot updates - ph apt 

t v pr r tj% al thesci A« prices induce excapi add ti Euroo* £2 otners S*E N' r u ' 
fletai'StPalMPCIl 1 1 WaHWr ■! (I CI Ml aafTI HlwtWHlll fW 991-25336til 




it dvertisements are expected to conform to rules and swnd.in.1s 
l \ laid down by the Advertising Standards Authority. Most do. 
The few that don't wed like you to writ? in about 

And iF you'd [ike a copy of these rules for press, poster and 
cinema advertisements, please send for our booklet It s free 



The Advertising Standards Authority. 



We're here to put 



thonty. / 
it right V 



ASA Ud . Dept Y. Brook House. Torn ni"ioii PLkv. L< union WC IF. 7HN 

TELE-GAMES 

Europe's Largest Stock Of Video Games & Cartridges For — 



A 

ATARI 

2600 



CHS 




IN STOCK NOW 



(Nintendo) 




WICO JOYSTICKS FOR NINTENDO IN STOCK NOW 

The leading Video game specialists Send lor tisis (slate make oi game! 
TELEGAMES, W1GSTON. LEICESTER, LEB 1TE (0533^80445) 



WORLPWIO-6 SOFTWARE 



TD1 1SW 
Tel: DB96 570O4 
{24 hours) 

CvfTvrKxfof* Amtg^Saftw*r* 

>943 Baltte of Mormandy 17 BS 
Am Ac« Road Racing .... 17 95 
Adv Oungeoris S Dragons 17.95 




W^*R LDWI DE 



SOFTH/>lRE 




Atari St Softwsrpt 



A (err St Spflfwjwe 

Rally Run 13.25 

Return lo Genesis 1MS 

S4nbad rj, Throna FaJcons 18.45 



Alter Syndrome 
Army Moves ...... 

Barbarian II .... 

Bwd*TaJe4l 

Better Dead l Man 
B#omc Commandos 
Black Lamp . — 

Bubb* Bob5te 



13,25 
16.45 
13.28 

ia.95 

13,25 
17.95 
13 25 
16-45 
13.25 
1S.45 
16.45 
16.45 



Caplaml 

Camer Command 

Cnubby Gristle 16 45 

Combat School 16-45 

Corruption ™ 16.45 

Daley Tbompsotfi 0»ymp»c 16.45 

Onller 15 45 

Empire StnkBS Back 13.25 

EnHghtenmenl 13^5 

F»eryTaJaAdv _ . 21-95 

FemandeJ Must Die 13,24 

FarMaviaion 32.95 



Road Blasters 
SiiBnl Service 

Skychaae 

Space Harrier 
STFWreSlar 

STAC 

Stargliderll .. 

SlarRay 

Stir Crazy 

Sireet Fighter 
Summer I 



14.35 
16.45 
13.25 
13.25 
16.45 
25.55 
IM« 
13.25 
13.25 
13.25 
13 ?b 



OH HO* 

9.75 11J2D 
n « MUM 
725 1120 
725 13.S* 
b^5 11.20 



7.25 11 20 
7 « 0.75 
725 000 
725 1120 
725 9.75 
f » 14.95 



1943 Battle ot Midway .... 17.95 

4 m 4 off Road Racing 17.95 

Adv Dungofvs A Dragon* 17.95 

Afcan Syndrome , 13-25 

Ajm> Move» 18.46 

Sarbanan II „ 13-25 

Betler Dead nwi Alien 13.25 

Bwnlc Commandos 13.25 

Bomb J*OK « 16.45 

BimBm ... ..... 16-45 

Caplam EUood 1&.4S 

Caimer Cornmand -.- 16.45 

Corruprron 16.45 

D Thompson C*yrn0>e Chell. 1B.4S 

Dungeon Master 16.45 

Empire Stria*) Back 13.25 

F15 Strike Eagle 16.45 

Fernandez Musi Die 16.45 

FirfrrjForgal _ 16.45 

Football Manege* n 13.25 

Gary Uneke/ Hot Shol ....14.35 

*******w+****** + ******** + ****************^^*** 

* WOflUrWIDE ucTrmi AMY -THAU iTDCt; irtltttT I ST CUG5 l**J. H *5KCA LVtRSlAS &f ITHCf «H «»1L V-lf : rw:H <\1 Aft + 



Super Hang; on 13.25 



Tirnt&Magrii 

Verminator 

Virus n 

Where Time Stood Slid 
wwragaj 



13.25 
16.45 
13.25 
13.25 
13 2t 



Last Minta 2 ... 

L'BoerdCal 

UveAmmO 

Magninoent Seven 

Matchday — ™ 

Mickey Mouse 7 TO 11.99 

MigbtFtaider 7.99 11. « 

Oop* p 

Outrun mmrHTT, — 
Overland* 

P. BearrSsley F.Bal 

Pandora 

Ptnuea 

PowerplBy 7.25 1245 

Projecl Slealth FgMe* 1 1.20 14 95 
Fled Strom Rising .... 11.201495 
Samure* Warriors .... G.55 0.75 

SuperHMMjQn 7 25 M 50 

Wasteland 14.W 



Fbghl SrmuHHOf II 
Frxiiball Manager 'I 



31 95 
13 25 



STAR 



rl^P 1 Sw**rid M 



DM 1 'HM P 



auvs 



Figure Tsr* „ n — — n- 11-99 
Gam son I ,.„ mn . r ,,Mwu'- 17 95 

Gnomell ... — ■ 13-25 

Great G*ana Skiers 17 95 

Gkeen Beret _ 15-45 

Gryzpr . . v 16.46 

Hawkeye — 15.45 

HotbaJI 15.45 

IkanWamorS — . 16.45 

Inter captor 18.95 

Mam*lional Soccer 13-25 

Jmt , ^ 28.95 

L board CaH Bin*B 17.95 

LegereJ of (he Sword 16.45 

L-sn-yjrrwn L*p> (AduCi Orrvl 132S 

UweaLetCHe 16 45 

Mar* Cop* 13-25 

Mortvifte Manor 16.45 

Moiorbike Madness , 11.20 

NigMFtaerJar .,.„.„■,,■„ 14,35 

OGpli m*-^.— 13-25 

13.25 



WOHLDWIOE SOFTWARE 
49 Stnney Sl-wi 
NotUnQham 
NOl 1LX 

r«i mm atom 

F 9 . 0602 4*3102 

CdmnwrJ^eArrirow Suffi*are 

Cverlerider ™h- 16.45 

F**t* Beartaley's Foo*al .. 13.25 

Platoon 16.45 

Po**wdrome ...„ 16-45 

Quadrahen 16,45 

fially fluri 13.25 

Relum to Genesw 13.25 

Hoed BKaatera „. m 17.95 

Rockel Ranger 21 .05 

ftacirtwJ 13-25 

Sentinel - ► 13.25 

SnadCwgaiB .... ... 15 45 

Skychase 13.25 

Space Hamer 10-45 

Slarg**dar II 16.45 

Star Ray 16.45 

Stir Craw 13-26 

13-25 
13.26 
13.25 
13.25 
7\ 95 
1645 
1645 
13.25 
16.45 
13.25 
16.45 

njl 



Summer Orympiad 

Thejcder - 

Thunoereats h-«- 

Time and Meg* 

Ultima V , „ 

Umvers*' Military ^mmalor 

Verm^iator r 

Virus 

Wanderer 



Atari St Sortwere 

G, Leneker Super SoC 

Gardregons Domain 

awrtaasl 

Gunsnip 



14.90 
13.25 
14.99 
16.45 
2a.95 

Kennedy Approach 16.45 

L-BoerdCoUBatfia 14.35 

Leatherneck 13.25 

Legend a! trie Sword .. . 15-45 

Live I Let Die 16-45 

Mars Cops „ 13 25 

MortviHe Manor 16 45 

Nigel Mansell Grand Prin 16.95 

NegM R*KJe« 14.35 

Operation Wort 13-25 

Oulrun 14.35 

Dvanantter 13.25 

Pandora 13.25 

F>etflrSewd«lev'«F00HHa 13 25 
Pfatoon 13 25 



Adv Dung A Drags 

Alien Syndrome 5.55 

Bembooial 7 25 

Barbarian II 7.25 

Bards Tala 11 

Daley Thompson Otymp 
Fernandez Must Die 
Fligni Simuiatcir ii 
Foolball Manager h 
Fo** Strikes Back 

G, l. Hero 

G.Uneker* Super Sk* 
6 Unekers Hot Shot 
GokJSthrerBrofure 
Ha¥reaye , — 



Jel 

Kennedy Approach .... 
Annarni Art^rjeColeciiOri 



CBSS OtSfc 

7 TO 1 1 93 
900 
975 
9.75 
1499 
7.25 0.75 
7 25 975 
29.95 31 96 
725 11 30 
7 25 075 
7 25 9.75 
709 1109 
799 11.99 
H.9» 14 50 
7 25 9 45 
ZB95 
2696 
7.25 1120 
7 25 1350 



CSV 128 cass rJYS* 

19 Boot Camp 4 .„„. 7.25 U-20 

i9438atttBo1Mid**y 7.09 11.90 

Psycho Pigs UXB 790 11.99 

Salamander „ 725 9.75 

Simjii: Service 7.25 1 1 7D 

S4reel FirjrrtBf 7.90 1 1 99 

OtWalSporl Soccer 7.99 M 99 

Strika Fleet 7.99 It. TO 

Summer Olympiad . 7 25 1 1 70 

Super Hang On 7.25 11.20 

Tafgel Renegade .. 655 9-75 
ThePrmiderrl & Mi$ang 9 75 

Tunws of Lore 7 2$ 9 75 

Track Suit Manager . 7.25 

Typhoon „ 7.25 11-20 

{Mma I or III or IV _ 1405 

ummaV 1995 

Vmc*calor 655 11,20 

WeAreChanwona , 7-25 13.50 



WiZ7bal 

World Tour Golf 

Cheetari i25fVis 5-96 

Cheetah Match 1 P«ua 12 95 

CompetiDon Pro 5000 , i?.95 
Comp Pro 5000 Clear ... 13,95 
Comp Pro 5000 Extra 14 95 

Speedking 10 99 

Speeding ■ Autohrp 11.90 

Ram Delta .... 7 99 

Cnjrtwr ,,„,.„.. W .H 7.99 

iiju-wm C6* tspa rwl »V krt 9.99 
52TrJ^r»irj^fmdlBig . 8.05 
C64 dual cover „ „.„„. 4.95 



C&4 disk drtwe cover 

Hasat switch i i i 
C2N Database unit 

3,5"DSvCrO DaJklwatrO 

5.25" DS Dtek (par len] ... 



450 
8 99 
2695 

ft.96 
.. 4.99 



19 or postal orrJ*ra payable to WORLDWIDE SOFTWARE. All prices include postage & pecking in UK, 
i add £1 .50 per casa/disk for AJR MAIL delivery. Credit card orders accepted by phone or mail. 
Galashiels: (0896} 570O4 [2* hour's) Nottingham: 40602) +B07Tg (24 hours) 
Advertised p-rices; are tor mail and telephone orders. 



HUMOUR 
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ST PRICE INCREASE 

Due to a worldwide shortage of memory chips, 
prices Qi many computers have gone up From 
April 1986\ Ihe Alari ST range is also likely to be | 
affected. For details of any price increase, please 
relurn the coupon below for our latest literature 



FREE STARTER KIT 



ONLY FROM SILICA 

Mm, m t 1 PW WI I cwnpuW rhpi i« only •£»•*• pi O BUmi Ilka omar rtmpuran. Pol aiao toivvt 

ft* ana m*Jan that oUHar compukara hM oraaaad AftordaMtty Silica Shop, ira p i to pw rh. 

St 't>3» p*"»C'iii t>ufn«i cofPfHitan irw" *14" Th» ST mi datgnad Llllliino Iha n*oa1 'Bcani 
Mt^Outm in i«wi«ondurlo< tarrhnoiogy produana 1 p»r*o«Bi crjmpular partonmt li«M «Hh 
'nM Hn Which tmvtt ii caan laaa to maka Ana Ian ap buy T^"* matt ST C4mpuipra **w Incluo* 
pyB at pwwar auppaaai and buM in dak dmwa f ha f OS BpBraiir>d ayitam and GEM window amrironmanl 
an nt d» ROM Ciipa afwoh irt *-woi nlilM in. im- ST taybcard Thii anabraa automatic maHnl 
«Mir<e wtian yr*, twrteh on So** Sh«p efp BtoaPPP W aflat iha eompana Awn ST ring* Our ardar 
jaaira n nl * amiaiad * Sjdcuc and wa haua 3 mail nuilara il Sioc-up i id* rtouaa |T«i*nK**n CfluflBrJ) 
hw 5+r>'i4gat ■ L"'«r'*r Sfnjaii Vra -nan oipihl yean ej.panartc*. a' Alan produda, tongar mar try Htm 
■ ;,mpa •, »nij *b" mHit ir*d *>. i** _-. * n • *1ir> apar.it ■■ «r it- * y <luC . lumom c« iww CH 
aia; r w * I : ill pf *0 *t**t ■* pflpr r*u untllW H NM(t aft* Pupppfl Wa prpwd* PPwrpI 
which you win m-FBliuaoia duing your Atari computing lira and Tioar a* itiaaa litihii** tra 
" lT PPJQM SILICA iw* luggtir Irial you -aad through what wa nana lo pAfar, befora v ckj 
to P u 'l kMk ypu» Alt* IT 

Vt/k From Sit icq 

Whan you poii'iil any Atari ST iaytmarrJ you wM not only inan i Iha bad mew far monay comjiuMr 
an pkp a ark*, few ypu aaa ea» n c tl H thp iB H Pw fr ipj kroto Aaaft ConpovaOon at pat! a* jal pac^ao» 

" a*S)u ^nguaoa Out ' BASfC MmniMt ' ST C**o*fr Umnumt ' TOS/QBU or flOa* 
• !rw buy troor ST frum S«tca Shop fsw win alio wn 

• paFOeftftBaia Saapay - noaj^f yajphaa jwcyam T W WW - HhK W Wt aaW 
ri addnivi wa- an £<i>ci woulc »«• 1o aaa yoo dm d*1 ba ■ IVywk^ ita.ni amh your naw rnmn<iaaf_ bq aaj >ma 
bvi c-sai-e i ioK>t *T tTJMTCH KIT mrVi ?ta> £100. yp*i^ w* iry givma iwar 'TtE Of CHAJIOt 
■tin **0y 5T :p»iamairpurc*iii| ai our iyt"nal raull prim Tni« kx i* Mllaoat DHLV nKNJ ULiCA 
w it aimaa at providing uam ann ■ *aruab4a irMrbductun ba Iha wand rrf cofltMUng Wa M* «m*fi ^aay 
uperaoing lha b * Slirtar Krt_ whicf conbma pubttc domam and DChar licanaad aaatwara at wall » booka 
nagajina* mn accaawiai 'atava^i «o ST tompunng Natum 1m ccHipcn «atew if \.n rMalli 

DEOtCATED SERVICING - O/7/y From S///ca 

<l tan SXOa wa na«a a Mutal tanm Oaparr^nr 0 i yawn n.,n |in-* Alan ira.n+j | K nnicaJ ilsfl 
TMaBa* tt «oi*»> .ho-jim: id aamcirig Ann tpfnputar producta Th*» *tcui*>ul*i*4 ajiqniadjgaj, ttw 
i c upMKi matH htm aacorid id nuw m Ihatr (laid yoti can ba km Hiat any awrt. cayrtad out by 
**" » ?i in* Mgn«ai tkanqarq A Hindanj or Hmrmi whtch wa Maw you will no ONLT FffOH 
UUCA l"i MOitioP hp pfft«dir,, • ini, • • nj Viiilm lp. Alan &T rr>mpi,|lwl Itwrh in and out rjl 
••••«'•'»• -.• •iva- i *fcic • •• aajr laawaqry afni inaoubilot jp^radaa io- ST carnptiiafi 
1Mb RAM UPtiftADC: Our uofraikt on iha icanoarc Alan UD6T-M or SJDST FM aayaoam will 
■ncniaa* nimDn rnjwi ii?* to ■ maaama '07*< M haa ■ lull I yaar warranty ar*d hv availabla 
MM ai a* aMMknai mnpn pmw *< ***y CM M WAT ■ CiOOrj 

TV HOOUULTOH UPORaH: Smroi «n upflr,*, in* -OarflT-F h imrA»da ■ TV mwJuiatDr n 
hai rOu can han u*a d sin youJ TV aac Thai la an InakmaJ v pgrada and oaaa not ifiwt)tw+ any uhi«jy 
ailaxrai dobba A cabli 1r» Donnact your At Id any dDrnaallc TV n includad in Iha pnica ol Iha ufio/ada 
vhcn it ortfy £4* 'inc VAT> Tha jpgjrada a arao lyaAabla rev aany UOS T ccntpulara ai tha tama prica 

THE FULL STOCK RANGE - Only From Silica 

wtaiir letaac I'sci* pr tt Alt-, 'ginaa ^raoucri ir4 ojr w*n|i*irxi»a pirnata Hoc* oroi»< nniiiior 
Wt Jnpnrl many arj<rwir» l<la» dirarr I'rvn Ih* JS* And ytii, w.11 r.nij Ihal *» hay* raw I WHI in 
■ r # i". a ..^ IMntr 0< Oul Ll-4~i|i*i . •» ."..■%« aatiari «-'n may nr->, tliitt aalMlwl llllaa w« ><>■«■ IN> Ii. 

ranpa In add^non wa carry a ■Lomplala Una pt art boohi wharJi hava h a a n anHban about iha Atari ST A 
nyiot « *.> ■ .-.jnj « lowialr u ng you mm lirnj a nwaabw OMLV ■ROM HUCA. 

AFTER SALES SUPPORT - Only From Silica 

hat aaatiia J m whan you buy your ST Irwa Saatat SfHti, you will ba itstty hiptwnad Our traa matlir>gi 
fa* aawt pi laaaaaa* pad aayilgpr f mn TM» will natp hp kaPP- y*u up 10 Pal* with naw tolrwam rntaaaat 
at wad at ■nat i nanpanlnj In Iha Aban ma/kat And m addlrjan our aalat ntf* irt j* rrm ano r.l j 
■attpnc* to taryaca aP a' yote Alan raquiraniarni !■ you purcnaaa an 5T 1rom Stlica and woum Ilka 
Par tatPWftcal aOnc* w« nw»a a <u* Ih*pj H vh iw ta i pupport laam lo fraftn you flrMha Daal trom your 
.•-*iu!i' Bacauu wa hava b«n im iiatt a.^d :n* tytiamt tpat.livjij-, •fladirjiai! h> ji-^niinu aajaa 
aarHoa on Alan At i la np idan i , wa an Gorrndant that our uaan an|oy an ancapthmally hui baval of 
■tppcFT Thaj cm o* la van a rt OaXt FROPJ aPUCA 

FREE CATALOGUES - Only Fmm Silica 



SO MUCH FOR SO LITTLE 



TharB is nathing ihm can compare witfi ihe incredible value lor money orfered by Atari's 
520ST-FM, For only £280 (+VAT*£2S0}. you can purchSae a powerful 5l2K RAM comput«r. 
with a 95 key keyboard (including numeric keypad). Ml PI interlace. GEM, a palette of 512 
colours, mouse controller, and a 51 2K built-in disk drive. The 52GST-FM has a TV modulator 
built-in, and comes with a lead to aJlow you lo plug it straight into any dorrveslic colour 
television set The mams transformer is also built-in to the keyboard, so there are no messy 
external boxes. You couldn't wish lor a more compact, powerful and stylish unit. Atari ST 
computers are now firmly established in the UK, there are nearly 500 software titles air* any 
available lor a wide variety of applications and the list is growing all the time And trial's noi 
all. When you buy your new 520ST-FM (or any Alari ST computer) from Silica Shop, you will 
get a lot more, including a FREE Silica ST Starter Kit worth over £100 Head the ONLY FROM 
S'LiCA section on the left, lo see why you should buy your new high power, low price S20ST 
FM from Silica Shop, the UK s No1 Atari Specialists For further details of the range ol Atari 
ST computers and ihe FREE Silica ST Starter Kit, complete and return the reply coupon below 

ATARI 520ST-FM NOW ONLY £260 (WAT=£299) 

S20ST-FM vtth S12K RAM I mono monitor E3H < mc VAT) Uporstft Iron S12K RAM to 1CB4K RAH £10* • n.-. VAT 



ki i-aquint ip ,n dacNr iniarmatior aa^ics wh>cn n why wa 
nj, hm nawiianan *n<l nnr* -4tt lo our ST ownam Thaaa in up lo ta japaa <cng inp «r* crtmi^arJ 
waa BKhrueal patpMp pp wpl M apadal 0**pnj pud product PaPCnffl t awt II yhw* PhPady pMatkaSi H 
it and woud Ilka la hava your una) addad to our mailing Im [i 1111 comptata iha coupon A ratu/n It as 
at Tkai pdormabon aaryioi • ayaaabla OrPLT FROM PL'CA 

FREE OVERNIGHT DELIVERY - From Silica 

Moat Drdara an pnraaaatl Ihrouoh our Lotnouiar witrwn 14 houi of ratwring mam kaoal ha/irwara 
nroan ara a»H by tha oyaaraqhl OROU* ' tsounar aannca 'RfJ Of CMAPUSt lo cua toman within kna 

US. TmP nwONM htApa W »n*ijr r mir ^rnji-i -imlmt and mammum piolacfw 

PRICE MATCH - Only From Silica 

wt hooa mat iha combination ot ow low pritat I B tt UK c*..^y tannica. ( n tt tlarta* Kit ard 1 REE 
Pax bbIh auppon. wal Pa ano u .n m mm you buy you» Alan aqi^pntant Irom Silica Sxop it howavar. 
than a aomaahing you main V) purthaaa. and yew faid ona of Ogr compatnoni pthpnAg n n | kp w pf prica. 
Pan oiaaaa contact out um ifeaparliwanL pnwMhng ua with our companr-nri nama, MkWaaa and 
aaPfWaAw " .i- ^m ■ -ompaHilor h«a Iraoorxla ,n "locA «*. will ivjrmeUy mahch Iha rjtlar (on ■ tama 
product um arica aaawi And aotf pronda yosi aark ovr nAnmpI hap daltypry n*a -h.i m» ara Apt 

Pat orpy coanpany who aa) match a compatttora pnea Howavtr tl you coma bp ua tor a prica match you 
«m aac tw amiflaP lo nu> altar H iaa Hrw* mcKidino traa nawihrtlBrt ind Mchmcai tupoon Thu 
aaaat our priea wii t h promia* rathar apaoai. Anrwairxrig ytm «itl rvtahnt OHLV FROM SkUCA *• oOn ■ 
HP you to 90 ai'y w laai aPa> tor your Alan produda So ahop ai Silica. Iha UK'i Ma1 Alari Soacuiiiai 



ATARI 1040 

IN* ara plum) hp piwi 

I0*CST-F wMch IP no» 
1 040 ia a oowarltil comi 
a tMiti -in 'Mb doubla ■ 

0P*H)rnid rot up* on 



NEW PRICE 

1 iwJueaxl phe* ftoini on iha 
Pr ority vm \mc VAT| Tha 
ab ot RAM and alao incJudaa 
Ak dnyp Trip 10*0 Km bppn 
profna-oftpl 1 pp hr. A twit 



ihOal Pt which laqu-ro t hinjh raaolution monrjchro«na or colour 
monitor II doam not Itiarafore haw an AF rtioduMUK tor tip* 
wath adomaatlc TVaat Workitatrwa c*n hp Htm *V C*S (me VAT > 
IMBJr^ PMpaaJ mrmeot Uenvnt Aappr^utn 
IPaKr-i'A^ywaiMr^aaiSariMAt^Aai^ t.\m .-, rf 

H you would Irtarurthar Pi H ta*iha iDaMT F ntmn m cuupon. ktapw 



MEGA STs NOW IN STOCK 

For Iha uaar who rpqulfa* aven mora RAM than tha S3* or lOAfi 
ST t o4far, Iha naw MEGA ST computora in> now tyUabla 
Thara ara two ME&A ST'a. ana wrtn ?Ub ot H AU and bh* oUhpi 
w-1h a niuivt aAR> Both n*w «ompu<af» ara fully eompttittt 
w*lh PkkMifH) STP and run ct/rranUy PvPihabk* ST softwara Tha 
MEGA ST» ara itylad bb, an aKpanrtabla Canlrml Froeaainvg 
Unit wifh opan irntvtactuy* and a daiac-fiabta kayboprd Thay 
*tp ibwwpd with qem, p I'P* moo** cofttrolhv and, All amraa 
BATntn Iha 520. or IfMu Pthom an aa lollowa 
¥FGA ff^.TMP A*r*tart • CFli ftaf i,.v f*r 

MFCU JT At ibyaoaw ♦ C*U ' SHIM akMd JaMhw turn v*?< 

Mf dM ST 4Mb JUpPoAnl - CtV rnp*-!»r 
AaraA^rakftn^A^r^rjarr^ifewUDn^ ntW<^y*7> 
IT yOu w.utl ilka turmar otaaia Hi ttw UFQA if!, ntum tha cruinun batgw 



ATARI 




m To: SlttH Shop Ltd, Depf G AMCH , 14 The Mews; Hattwriiy Sldcup, KenL DA14 40X \ 

I PLEASE SEND ME FREE LITERATURE ON THE ATARI ST | 



1 



[tIDCUP (& Mail Order) 01-3O9 1111 

1-4 The rVfews. Hamttrtey Road. Stdcup, Kent. DA 1 4 4DX 

jONDOM 01-590 433© 

bor) House (1st fleer). 227 Toft** tew Court Rd, London, WiP 

LONDON Ol -02O 1234 exl 3914 

SettndQes ( 1st floor). Oxford Str&et London WtA J A3 
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I 
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Mr-Mrs- Mi. 
Address 



mitiais 



Surnatfte: 



Pctstcod-f : 



D« you piraacfy pan a corn-pulp r 
It act. a*toh Ema ck> you um! 
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Big Brother & The Holding Company, Pink Floyd, 
The Grateful Dead, Lucy In The Sky With Dia- 
monds - yes, Robin Candy's put some flowers 
in his hair, tuned In, turned off, dropped a tab 
and got his act together with Jeff M Inter's 
latest psychedelic experience - Trip-a-tron. 
Don't ya fust love the Sixties? 



Y, chj can't really blame Jeff 
Winter, but damn it. I think I will 
anyway. The London Plan- 
etarium was once a place to go 
and sit with cricked neck and 
watch the heavens unfold to Patrick 
Moore's breathlessly excited 
monologues. 
Until Jeff Miner 

But then, maybe it wasn't really 
JefTs faurt. perhaps his throwback 
Sixties upbringing is the real cause - 
too much Pink Royd and those 
druggy, consciousness-expanding 
light shows they did, 

You see, it ail started some years 
ago on the Commodore 64 when Jeff 
M inter sought to create a new art form 
unique to the computer. The result 
was Psychedelia, the first light syn- 
thesiser. Everyone iiked A k but 
couldn't think what to do with it. Jeff 
showed us. He hired the London Plan- 
etanum and gave computer versions 
of laser shows on its perfect dome. 

He went on to develop the idea 
further with the Atari ST, utilising its 
greater range of colours to create 
even more dazzling effects. And Cof- 
oursp&ce was born. An updated ver- 
sion - Cofaurspace 2 no less - was 
promised, but failed to matenaiise. 

The light synthesizer was Jeff 
Minter's pel project, he wrote that 
Psychedelia was ' the high point of my 



designing career', and was not about 
to be abandoned. A year's hard work 
has transformed the light synthesizer 
into its latest and greatest incarnation: 
Trip-a-tron. 

But what exactly is a light synthe- 
sizer? 

The nearest equivalent is a laser 
show, or the light shows found ait 
some rock concerts, notably Pink 
Floyd of course. The screen is never 
static, consisting of an ever- changing 
sequence of colours and shapes gen- 
erated in real-time by the operator. 
The system was designed to be part 
of an audio-visual experience. The 
light synthesizer is the visual compo- 
nent, white your favourite music pro- 
vides the audio accompaniment. 

Far out, man 

Running on the 520 ST F Trip-a-tron 
comes in a double-disk package 
complete with detailed manual. On 
loading, you're presented with a panel 
of icons somewhat like those on the 
main menu of an art utility. These pro- 
vide access to various screens the 
parameters affecting colour, sym- 
metry and motion can be altered. 

A good way to find out exactly what 
Tnp-a-tron is capable of is to play 
around with the two demos included 
in the package. 




Contemplating the tnettable: 

"The screen Is 
never static, a 

changing 
sequence of 
colours and 
shapes gener- 
ated in real- 
time by the 
operator" 



tiatry Yak and fight fantasist Jeff Mtnter 



The first shows off pattern genera- 
tion. Moving the mouse and pressing 
Its left button moves and creates pat- 
terns on screen, while pressing keys 
on the keyboard afters patterns 
according to the function assigned to 
the keys. These include strobe 
effects, change of symmetry and 
change randomly to a new colour 
palette, 

The second demo is the StarNeloV 
Laser demo, which operates In pre- 
cisely the same manner as the first, 





13j 
















jprj 






I 




an 




■ 








Adjust mouse control options and pattern parameters with the g(ot>at 
parameters screen 



This scr&ett allows the setting of pre- symmetry an the main ptof routine 
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GRAPHICS 




TO CO 



Using the cotour cooker you can define any of 200 available patattas, set up to four rotation ranges and 
attach three oacmators tQ RGB within atch range 



but includes various laser and star- 
field effects, 

It's from the control panel that you 
can customise Trip-a-tron to suit your 
own needs. Most important of the 
►cons is trie Key Macro Language 
(KML.i icon. It takes you to the very 
core of Trip-a-tron. Stunning effects 
can be achieved by altering the vari- 
ous parameters available from the edit 
screens, but this is a bit limiting since 
sometimes it's desirable to alter cer- 
tain effects actually during a perfor- 
mance when you can't really break oft 
to get into the program. 

KML is. in fact, a programming lan- 
guage. It can be used to assign a com- 
mand or a string of commands to a 
particular key. As a language, it's very 



simple. All commands consist of a 
single keyword which can be 
abbreviated to the first three letters of 
the word, sometimes followed by a 
number of parameters separated by 
commas. There are no detailed prog - 
ram structures to be learnt. 

Control of the program is limited to 
simple loops or conditional branches. 
All the commands are explained in 
detail with examples to show how 
they perform. Tnp-a-tron can store a 
possible 126 programs in memory 
while running up to eight programs at 
once. 

If you've got 1Mbyte or more of 
RAM, you can use the Internal Event 
Sequencer. This is used to initiate 
commands, or sequences of com- 



"Psychedelia 
was the high 
point of my 
designing 

Jeff Winter 
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The pattern mode/adit aiiow* you to chose between Decay, Line and Expander 



mands, automatically at the correct 
moment. You define the sequence in 
which KML programs are to be exe- 
cuted and the program does the rest 
for you. 

Another section of the program 
which requires at least 1Mbyte ol 
RAM is the Video Sequencer. This 
allows Neochfome, Degas Elite or 
RLE files to be loaded. RLE (Run- 
Length Encoded) picture tiles are gen- 
erated by Trip-a-tron. compressing 
data to take less disk space when 
saved than equivalent Neochrome or 
Degas files. Once m memory they can 
be subjected to a vanety of manipula- 
tions including rotation m three 
dimensions, reflects and pixelisalion. 
The program caters lor single frames 
or entire animations, 

Trip-a-tron can also be linked up to 
MIDI equipment, and via the KML, can 
used create more effects. Though the 
MIDI handling is very basic. It may be 
expanded »n future updates, 

Light fantastic 

Tnp-a-tron is an impressive program j 
which does achieve what it sets out to 
do - stunning graphic display effects, 
it's at first complex and daunting, but 
the manual explains its features in 
sufficient depth to allay any fears. And 
this is Minter talking to you. so the 
manual is larded with his particular 
(peculiar?) sense of humour (the disks 
include a small RLE animation prog- 
ram suitably called sheep pec whtch 
saves out files with the filename 
extender of .baa . . . ) 

In its present form, Trip-a-tron' s 
best use is tor combining graphic 
effects and music and taping them 
onto video. But anyone interested in 
using the program commercially may 
be interested in a piece of hardware 
which links up to five STs and displays 
their combined output on a single 
screen. The hardware can fade any ol 
the channels up or down, it provides 
RGB synch outputs and a separate 
monitor channel so that any channel 
can be previewed before being fed 
into the mix. We're assured by 
Uamasoft that the end effect is amaz- 
ing - easy to believe when you con- 
sider that the display could support 
up to 80 colours simultaneously. 

Llamasoff are also looking <nto the 
possibility of building a high-quality 
composite- video output and a Gen- 
lock into the hardware This would 
really open up possibilities. Your cus- 
tomised graphic patterns could be 
combined with music and pre- 
recorded footage to produce stu nning 
video effects. 

Trip-a-tron is unlikely to sell in great 
numbers. It is a very specific product- 
Arid unless you're prepared to take 
time and explore its possibilities 
thoroughly, it soon becomes boring. 
But if you're the sod of person who's 
a big fan of laser shows like those 
shown at the Planetanum, chances 
are you will get much enjoyment out 
of this unique product. 

Trip-a-tron, Llamasofl, C34.95 for 
Atari ST. If you already own the ST 
version of Gotourspa&a. you get a 
£10 discount on returning the Col- 
ourspace disk. Future Trip-a-tron 
updates will be available as finished 
for a 'nominal' sum. Llamasoft is at 
49 Mount Pleasant* Tadley, Hants 
RG26 6BN. Tel: 44 7B. 
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SUPERFLY 




COMPETITION 




EL" It 




Win a classy 
Watch, Stare 
land T-Shir 

RAH 




GRAB A JOYSTICK and enter J»* 
Sans' unwerse of science fiction 
and fantasy in StsrgHdmr If. the 
highest rated game this issue - 
taming in at 97% on both the Atari 
ST and Amiga, 

And boy, were we impressed! 
Wlwi you've got a product with 
fast, smooth solid 3-D animation 
and game play which is just PS 
absorbing as the graphics, you 
know it's something special! 

Check out the three-page review 
(slatting on page 64) for the 
lowdown on this sky-high product 
- you ii need to read tt carefully, 
we'll be asking questions later (as 
they say). 

To make sure you keep track of 
time when you Ye soaring around 
the Solice system, Rai nbJrd are 
ottering a ridiculously expensive 
prlot's watch m a first prize in this 
Stargfittw If competition. 

The watch, made by Time Chain 
in Japan, is analog, and has root 
Style. The Strap's made from 
pigskin leather, and the watch has 
a stainless steel base with a gold 
surround. 

Not only cam you tell the time With 
it, but it also has separate dials tor 
the dale, day, month and dual-t ime. 
And it has a sun and moon 
indicator. All this and water 
resistant too - handy when dealing 
with space whales! 

As well as being the owner of this 
elegant time piece, the winner 
receives a copy of Stmpgfidertt on 
Ihe ST Or Amiga, and a trendy 
Rainbtrd r- Shirt Don't despair if 
you're a not the first-prize winner. 
For four second- prize winners 
there is a copy g-1 the game and T- 
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sNrt - and for five runners- up 
there's a T- Shirt each. 

To win a prize have a look at the 
Six sentences printed here, taken 
from the review. In each case 
there's a word missing. Fill in the 
word in the boxes. Then take the 
first letter from oath word and 
you'll discover y au have another 
word related to the review; tell ua 
what the word ts and how it features 
in the game. 

All the answers are in the review, 
if you look for them. 

Haul ng c omp lelft d t he e fit Py I u tfn . 

cut it out or send a photocopy to: 
STAR GLIDER II CO MP, THE 
GAMES MACHINE, PO Bom TO, 

Ludlow. Shropshire SYS 1D&. Make 



suro all entries are here by October 
20, and follow the com petit i u n rules 
as detailed in the masthead 



anyone who doesn t will be f orced 



to listen to some of Hermann Kntd's 



"III" M* "1"!^ 



poetry (ten times worse t* 
Vogon|! 



es worse than 





The I I M I I I I I Prator of Ergon was displeased . » . 
. . . most planets inside a n I I M T~l system of tunnels. 
. . • guarded by the temperamental robot FT I I I 
. . . break softwa re sales | | [ I L but most likely . . , 
, , . have become [ I ] | | I I 1 1 1 famous, but retracted , 
. . . remain active in | [ [ [ 1 J ] » and may be . . . 



E The word made up from the initial letters is: 
C And features in Starglider II as: 



Name ... 
I Address 



l Postcode 



I Computer owned \ Atari ST □ Amiga □ 




SHOPPING 




SHOPPING 



DYNAMICS COMPETITION PRO 

HOQO |ndnrn*n 

Features arcade guaMy micruswilcurjs. 
duat fna buttons, robust sleei shaft and 
nuU#r raf um for smooth control and 
longer We. E n1tb long 1 ,Stn cord 
DYNAMICS COMPETITION PRO MOO 

OFFER 13J50, RRP 14 95, C096H 





DYNAMICS i 

SOOQ (clHr) 

The designer |oystrek smtHi see-1hrough 
body 

DYNAMICS COMPETITION PRO 5000 
OFFER 14.00 RRP 15.95, CD99H 



EUROM AX J^Y HARD 

Thi* sup* control console provides you 
with Bvsry poMibt* firing and movement 
op1»on QrecHons* control is awlcfiable 
hlwMn ithc* Q4w1c+i-action joystick 
two games paOdiej Filing can &• acti- 
vated with two large lire button) ar 0 Auio 
Frnt feature va/tjaoie frequency setting. 
T*o LED'a «TH*Cit* firtng icdon The uni1 
* connected v« a. 2 metre long eaM 
Suitable tor Commodore VC- 
20.C&A .C1 28,C 1 280 and AMIGA MO 
EUROMAX JO Y BOARD 
OFFER 1M6.T130H 





STOP ■ • . 

your favourite mags from dis- 
appearing. Hot off the press 
comes the new TGM BINDER 
with that lovely brown heather 
look and embossed gc4d 
logos Each binder comes wrth 
plastic issue number stickers. 



EUHQ MAX JOySTAR 

This is an excettenl rmcf aswiicn-aefion 
|oys,1ick le«iluring pr*ci*»on lop and Iron! 
lire buttons And Auto Fire It can be oper- 
ated handheld or can be nMHmlad on (he 
table via vice-grip suction cups AuloFre 
may nd wcjrk wifh oeriam interlaces 
EUROMAX JOVSTAR 
OFFER 9.95 C093H 




EUROMAX PROFESSIONAL 

Higftiiijt i! • l> '.ir-ii: rtmpiyi&ft .Wl uhrA 
aensilrve movement accuracy from this 
advanced er gonomtc design. Ideal lc* left 
and nght hand play 1 5m cord 
EUROMAX PROFESSIONAL 
OFFER 15.05 T 1 i3H 



EUROMAX PROFESSIONAL AUTO- 
FIRE 

All the quality Of the PROF ESSrQNAL, 
with the added bonus Of the ALfTO FlRE 
Option (may not work on some computer 
sysiama), 

EUROMAX PROFESSIONAL 

AUTOFtRE 

OFFER C0&7H 



J10VCON ADAPTOR 

F<naJly. Amalrad CPC Owners have a 
choice rX oonnoclmgi arty two ATARI 
compatibla joysticks 10 Iheir AM ST RAD 
CPC 464, 6ft4 and 61 28 computers lc* 
1*0 player games. 
JUrCOM ADAPTOR 
OFFER 4J», T32SM 




LY CRUISSH 

This BMcattont (oyalic* features micro- 
fwticn dtfactionaJ control and fire action 
A unique variable tension control allows 
the ueer to adjust the direction control to 
♦■i*a senjitiv* normal and firm A wide 
Dees and tour aun ion oupa provide good 
tadie-5op opersticn 
POWERPLAY CRUISER 
OFFER ca.9». T131H 







SPECIAL Ol 
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FREE CRL GAME! 

Yes, hurry, we are giving away a limited 
number of top CRL games to the first 
hundred mailorder customers who 
purchase a piece of software with us 
using this issue's mail order coupon. If 
you are lucky, you may get ACADEMY, 
DISCOVERY, INTERNATIONAL SOC- 
CER, LOADS OF MIDNIGHT, OINK, 
SOPHISTRY, TAU CETI, WOLF MAN or 
3D GAMEMAKER. All we'll guarantee 
is that the game will be suitable for 
your com puter , so ma kesure you don't 
forget to specify In the order coupon 
what equipment (computer/disk drivel 
you own, Now, stop waisting time, 
stocks won't last Fong . , ■ 




RECOMMENDED SOFTWARE 



AAAR0H1 v*i:uume House 
T23TM 

AMIGA disk OFFER 1 5.99 
ALEX KJDD. Masteftronie 
T322M 

SEGA cartrtdg* OFFER 19.95 
ALIEN SYNDROM . AC E 

T?Q?M 

CBM64/12S cass OFFER 7.90 
CBM64V128 dWt offer g.» 
ATARI ST disk OFFER 1 5.39 
ALTERNATE REALITY: THE CITY 

FJectrofwc Arts 
T325M 

AMI G A Ask OFFER 15,95 
ALTERNATIVE WOULD GAMES 

Of emlm Graphics 
T27SM 

SPEC4S/12A cass OFFER 6,44 
ANNALS OF ROME PSS 

T276M 

5PEC4a/iaa caw offer 7.96 

SPEC - 3 disk OFFER 1 1 .95 

ARAC. Pnsrrt Leisure 
T232M 

PC disk OFFER 7.99 
BARBARIAN Melbourne House 
T321M 

CBM64/i2Sc*s* OFFER 7 99 
BARBARIAN H, Palace 
T274M 

CBM64/12S CM* OFFER 7.99 
CBM64/l2edisk OFFER 11.99 
BERMUDA PROJECT M,rrc*aoH 
T233M 

ATARI ST d wk OFFER 1 9 99 
AMIGA disk OFFER 19 99 
BETTER DEAD THAN ALIEN, Eleclra 
T234M 

ATARI ST disk OFFER 15.99 
AMIGA disk OFFER 15.99 
BEYOND THE ICE PALACE Eilta 
T218M 

AMSTRAD CPC cass OFFER 7,99 
AM ST RAD CPC disk OFFER 1 1.99 
ATARI ST disk OFFER 1 1 99 
AMIGA disk OFFER 19.99 
B40HIC COMMANDO*, GO' 
T229M 

SP 1 fcC-4a , »28 CSS5 OFFER 7.24 
SPEC - 1 disk OFFER 1 1 ,99 
CaM&4.'1 2B cass OFFER 7.99 
CeMfc*.'! 28 disk OFFER 9.99 
ATARI ST disk OFFER 15-99 
AMIGA disk OFFER 19 69 
SLACK LAMP, Firofcird 
T27BM 

AMIGA dksk OFFER 15.95 
BLOOD BROTHERS 

T23SM 

5PEC4A/1 2B cass OFFER 7.99 
SPEC 1 3 disk OFFER 10.44 
AMSTRAD CPC c**» OFFER 6.44 
AMSTRAD CPC di&k OFFER 1 1 .99 
CARRIER COMMAND. Rain/bird 
T103M 

ATARI ST disk OFFER 19-95 
AMIGA disk OFFER 19.95 
CONQUEROR Superior 
TZB7M 

ARCHIMEDES EXP306 disk 
OFFER 19.95 
DARK SIDE incenbuH 
T208M 



SFEC48/12S cass OFFER 7,95 
SPEC I 3 disk OFFER 11.95 
AMSTRAD CPC cass O^tf ■ ■>'.. 
AMSTRAO CPC dl*k OFFER 1 1 AS 
CfiM64^12fl cass OFFER 7,95 
CBMB4/12H disk OFFER 10.40 
DCFLEHTOR. Griaflfilln QrapTilcs 
T22QM 

ATARI ST disk OFFER 15.99 
DELTA Thalamus 
T2343M 

CBM&4/1ZB cass OFFER 7,99 
CE1M64/12B disk OFFER 10.44 
DELUXE MONOPOLY Leisure Garnius 
T211M 

CBM&4/12S c*s« OFFER 10,40 
CBMS4/120 disk OFFER 12.95 
ATARI ST dHak OFFER 15.95 
AMIGA disk OFFER 15.95 
DELUXE PHOTOLAB Eletfrorwc Arts 
T2S5M 

AMIGA dis* OFFER m f i f - 
DESQLATQtt, OS Gqld 
T237M 

5PEC45/ 1 20 cass OFFER 7,24 
SPEC - 3 diak OFFER 10,44 
AMSTRAD CPC cass OFFER 7.99 
AMSTRAD CPC ditk OFFER 11,99 
CBMA4/129 cass OFFER T.99 
CBM64/12S disk OFFER 1 1.99 
DRILLER 
T207M 

PC disk OFFER 15.95 
EARTHLM3HT F*abird 
T201M 

SPEC4A/1 26 caas OFFER 5,40 
EDDIE EDWARDS: SUPER SKI. 

LortcWs, 
T22flM 

AMSTRAD CPC cans OFFER 7.99 
AMSTRAD CPC disk OFFER 11.99 
ATARI ST disk OFFER 15.99 
PC dish OFFER 19 9S 
ELIMINATOR, HBWSOn 
T32QM 

ATARI ST disk OFFER 15.99 
EVERT SECOND COUNTS Domiili 
T23SM 

AMSTRAO CPC cass OFFER 6 40 
AMSTRAO CPC disk OFFER 10.40 
caMA4712fi cass OFFER 9,40 
CBM04/12S disk OFFER B.9S 
FERNANDEZ MUST D4E Image Works 
T306M 

CaM64/12B cass OFFER 7.99 
C8M54/1Z5 disk OFFER 10.44 
FIRS AMD FORGET. TiluS 
T324M 

ATARI ST db*k OFFER 19.99 
AMIGA disk OFFER 19.99 
FOOTS ALL MANAGER II, Prism Lei- 

M I 

T240M 

SPEC4&/12B ceaa OFFER 7.99 
SPE C - 3 diak OFFER 1 1 .99 
AMSTRAD CPC c»4i OFFER 7.99 
AMSTRAD CPC risk OFF EH 1 1 99 
CBM64/12S cass OFFER 7,99 
QBM64/1 SB dink OFFER 11.99 
ATARI ST disk OFFER 1 5.99 
AMIQA diak OFFER 15.99 
FOUNDATIONS WASTE. ExKSt 
TZ30M 

ATARI ST His* OFFER 19.95 



GAUNTLET, US Gold 
T319M 

PC disk OFFER 15.99 
GAUNTLET II, US Gold 
TPD6M 

ATARI ST dlkk OFFER 1 5.99 
QKLAHOID. MicrodMl 
T2B5.M 

AMIGA disk OFFER 1 1 .99 
OOLORUMNER M, Microdeal 
T241M 

ATARI ST di-^k OFFER 15.95 
OUNSHIP M -crupfose 

T304D 

AMSTRAD CPC disk OFFER 1 5.95 
HAWKETE Thalamus 
T242M 

CBM64/128 cass OFFER 7,99 
CBMS4/128 disk OFFER 10.44 
HE L TEN SHELTER. Audiogenic 
TS1BM 

ATARI ST <N*k OFFER 11.95 
AMIGA disk OFFER 11- 95 
HQPHHD MAD Elile 
T243M 

SPEC4S/1Z6 c**4 OFFER 6 44 
SPEC ■ a disk OFFE R 10.44 
AMSTRAD CPC caas OFFER 7,99 
AMSTRAD CPC disk OFFER 1 1 .99 
CBM64V12SC*** OFFER 7.99 
CBMft4712fldiah OFFER 9,99 
HOTSHOT Addictive Games 
T326M 

CBM64/t2Scas5 OFFER 7.99 
CBMB4/12B disk OFFER 10.44 
IMPOSSIBLE MISSION II, US Gold 
T323M 

SPEC4S/12S cass OFFER 7.24 
INTENSITY. Flradird 
T317M 

C B MGAt 1 28 r; u«s OFFER 7.95 
CBM64/12& disk OFFER 10 4ji 
INTERCEPTOR Electronic Arts 
T204M 

AMIGA disk OFFER 19.95 
INTERNATIONAL SOCCER, MlCfQdaal 
T277M 

ATARI ST disk OFFER 15.96 
JET, subLOGIC 
T109M 

ATARI ST di«k OFFER 32.75 
AMIGA disk OFFER 39.95 
KARNDV, Electric F>eams 
T319M 

SPEC48/1?9c««S OFFER 7 .99 
AMSTRAD CPC cass OFFER 7,99 
AMSTRAD CPC disk OFFER 1 1 99 
LEATHERNECK, FVbcrcxtoal 
T210M 

ATARI ST disk OFFER 15.95 
AMIGA dish OFFER 15.96 
LORDS OF CON GUEST, Electronic Aits 
TJ44M 

ATARI ST dl»k OFFER 15.95 
MARAUDER. HewiiOn 
T271M 

SPEC4S/12B eass OFFER 6.44 
SPEC - 3 disk OFFER 1 0 44 
CBM64/1 2fi cass OFFER 7 99 
CHMS4J12B disk OFFER 11.99 
match OAT ll Ocean 
T110M 

SPEC4S/12a cass OFFER «.40 
CBM64^12B cass OFFER 7.20 



AMSTRAD CPC ca«a OFFER 7.20 

I HUNTER SO Mastfrlrorue 
T316M 

SEGA Lurlndge OFFER 19.95 
MICKEY MOOSE. G'«n-ilm Graphic* 
T245M 

SPEC46/120 caas OFFER 5.44 
SPEC - 3di»k OFFER 10.44 
NETHERWORLD . r. 

T327M 

CBM64/128 cass OFFER 7.99 
CBMS4/12B disk OFFER 1 1 .99 
NIGHT RAIDER. Gramlir Graphics 
T20OW 

SPFC4*V1?fi i..tb,r, OFFER 7.99 
SPEC I 3 diak OFFER 10.44 
ATARI ST diak OFFER 1 5.95 
NINETEEN 

T303D 

SPEC4a/12B cass OFFER 7.95 
SPEC - 3 disk OFFER 1 1 .95 
OBLITERATCR ' f | 

F112M 

ATARI ST disk OFFER 19.96 
AMIGA disk OFFER 19 95 
OOPSl, B«q Apple 
T214M 

CBM64M2B caas OFFER 7.95 
C Q M64/1 28 disk OFFER 1 1 .95 
OVERLAMDER F.'hv 
T2S4M 

ATARI ST d4ak OFFER 15.99 
PATTOHVS ROMMEL f.ttQcac Arts 
T213M 

CBM64/12Bd«k OFFER 11.95 
PENGUIN LAND Mafttertronic 
T31SM 

SEGA cartridge OFFER 19.96 
PETER B E ARDSLEVS INTERNAT- 
IONAL FOOTBALL. QtVMMtatn 

T25SM 

ATARI ST dMk OFFER 15.96 
AMIGA disk OFFE R 1 5.95 
PHANTASM EhocqI 
T2ASM 

ATARI ST d<ak OFFER 15.95 
AMIGA disk OFFER 15.95 
PHM PEOASUS. Electronic Aits 
T2S3M 

AMSTRAD CPC caul OFFER 7,20 
AMSTRAO CPC dJ*k OFFER 11.95 
PC dnk OFFER 19,95 
PLATOON, Ocean 
T217M 

PC diak OFFER 15.95 
QUADRALIEN Logolron 
T247M 

ATARI ST disk OFFER 15,95 
AMIGA dnk OFFER 15.96 
QUEDEX Triaiarnui 

T248M 

CBM54/129 casa OFFER 7.99 
CBM64/128 disk OFFER 10.44 

REACH FOR THE •TAR* LtefHronm 

Ana 

T270M 

PC disk OFFER 19.96 
RESCUE MttEIOH 5«cKi 
T209M 

SEGA cartr OFFER 19.95 
AMIGA disk OFFER 15.96 
REVENGE N, Maslertrorw: 
T249M 

ATARI ST rlis* OFFER 7.99 




SHOPPING 



PUZZLE 

PUZZLED??? 

Not yet, but if your soft - 
ware order exceeds £5.00* 
you will get tree an amaz- 
ing, Intriguing, Why-DId-l- 
Ever-Tak*-lt- To- Piece* 3D 
MINI PUZZLE. 

It's downright frustrating, 
If ■ hall, and you'll lava 

Km 

Just specify an the order 
form which puzzle type 
you prefer and you'll be on 
your way to being puzzled. 




A ASTRO PUZZLE 

B SIXBRICKS 

C SATELLITE PUZZLE 

D TRICK STAR 

E TRIPLE KNOT 



AMIGA disk OFFER 15.95 
ROADE&ABTEftS US Gold 
MM 

SPEC48/12S e*M OFFER 7.24 
SPEC ■ 3 disk OFFER 10.44 
ULMUNHR, imagine 

T31JM 

CBMQ4/12S CMS OFFER 7.ZO 
C8M«4/i2e Sisfc OFFER 10,40 
SALAMANDER Kmami 
T1 19M 

M5X cartridge OFFER 10JSS 
SAMXXM, Thalamus 
TJ50M 

CBMS4/1 2S C*M OFFER 7.90 
CBM«4, 12» *sk. OFFER 1*0.44 
SAflCOFASER Players 
T311M 

AMIGA disk OFFER 11-95 
SCRABBLE DELUXE,. Leisure Genius 
T266M 

ATARI ST di*k OFFER 15-96 
AMIGA dlsfc OFFER 15.0ft 
»DE AMU, Capoom 

nMM 

ATARI ST dl*k OFFER 15 99 
SsDEWtNDCR MBSlortTDmc 

TI2fM 

ATARI ST dhtk OFFER 7.99 
AMIGA disk OFFER 7.99 
SKATE CRAZY Gre^lm Graphs 

T273M 

SPEC4S/12S cats OFFER S44 
SPEC - 3 disk OFFER 1 0.44 
CBM64/12B C»SB, OFFER 7.99 
CBMS4/1 28 dish OFFER 1 1 .99 
SKY CHASE, image Warts 

AMIGA disk OFFER 1 5.99 
SftVFOX N Electronic Arts 
T252M 

PC disk OFFER 19.» 
SOLDIER OF LIGHT . ACE 

T204M 

SPEC4S/12S cat* OFFER 6.44 
SONS OF LaSERTY. 5& 

T21SM 

CBM64.'1 ZB dilk OFFER 1$ 99 

spidertronic imoflrames 
T223M 

ATARI ST dish OFFER 15.0ft 
ST ARGLIDCH «. RiUrtWd 
T308M 

AMIGA disk; OFFER 10,05 
ST ARQUAKS Mafwiarin 

T227M 

ATARI ST disk OFFER 15 95 
PC eiafc OFFER 15.9ft 
9T1R CRAZY Infogrames 
T253W 

ATARI ST drsfc OFFER 15.95 
STREET FIGHTER 

T272M 

SPEC*aV12B cess OFFER 7.34 
SPEC - 3 disk OFFER 10.44 
AMSTRAO CPC cr»» OFFER 7.99 
AMSTRAO CPC d«k OFFER 1 1 .99 
CBM64/ I2fl cas* OFFER 7,00 
CBM84/1 2S dnk OFFER 1 1 .90 
STRIP POKER II PLUS AfiCO 
T226M 

ATARI ST dtak OFFER 11.08 
SUMMER GAMES : 

T313M 

SPEG4BJ1 28 cm OFFER 1100 
SPEC - 3 disk OFFER 19.99 



AMSTRAO CPC cess OFFER 11-99 
AMSTRAD CPC disk OFFER 14.00 
SUMMER GAMES II fpyx 

T314M 

5P-EC4B/T 26 can OFFER 1 1 M 
SPEC + 3 <**k OFFER 1 9.00 
AMSTRAO CPC cAs* OFFER 1 1 .00 
AMSTRAO CPC disk OFFER 14.99 
SUMMER OLYMPIAD TyneEaH 
T307M 

CBM64V 1 28 cess OFFER 7.9S 
CRM64yi2fl diak OFFER S.96 
ATARI ST dtek OFFER 15 « 
PC disk OFFER 19,95 
SUHDOO Mifroreoft 
T264M 

ATARI ST dwk OFFER 11-» 
SUPER HANG-ON Electric Dreams 
T309M 

ATARI BT dtak QFFEH 15.99 
TANGLE WOOD Microdaa! 
T3C1D 

AMIGA desk OFFER 1 5.95 
THE EMPIRE STRIKES SACK 

Domark 

T255M 

SPEC48/128 OFFER 7 .99 

ATARI ST dtefc OFFER 15.95 
THE FAERY TALE ADVENTURE 

Mediagenic 
T267M 

AM KM disk OFFER 22.99 
THE GAMES - WINTER EDITION. 

T2SGM 

C8MS4/12B ea» OFFER 7,00 
CBMf>4.'1?ftr1ish OFFER 11.99 
THE PRESIDENT IS MISSING Micro- 
Pros* 

T32flM 

CBM&4/I2ttdisk OFFER 10.40 
THE SENTINEL, Firatwd 
T251M 

AMIGA disk OFFER 15 96 
THE THREE STOOGES W,m 

T22SM 

CBMfr4/12fldisk OFFER 11.98 
AMIGA disk OFFER 23 99 
THEXOER Activiaion 
T228M 

AMIGA disk OFFER 15.99 
THUNDERCAT3. Ente 
T257M 

ATARI ST disk OFFER 1 6 99 
AMIGA dilk OFFER 15-95 
TRACKSUIT MANAGER, Goliad 
TZB8M 

SPEC4&/12S cas* OFFER 7.95 
CBMB4v'l2fi cess OFFER 7.96 
TRON aO00. Players 
T310M 

AMIGA disk OFFER 11.95 
USA* Konami 
T125W 

MSX II Cartridge OFFER 19 95 

VIRUS. Firebird 
T25QM 

ATARI ST dksk OFFER 15-96 
YtXEN, Martech 

T2S9M 

5PCC4&M28C*** OFFER 7.24 
SPEC i 3 disk OFFER 11.99 
AMSTRAO CPC cm OFFER 7.99 
AMSTRAD CPC dtak OFFER 11 90 
CBMS4/128 CB%* OFFER 7 99 
CBM64/128 disk OFFER 10.44 



ATARI ST disk OFFER 11 
PC disk OFFER 19 99 
WASTELAND ■ 

T3Q2D 

CBM647120 disk OFFER 13.05 
WHERE TIME STOOD STILL 

T260M 

SPEC4&/1 2& cess OFFER 6.40 
SPEC f 3 disk OFFER 1 1 .06 
ATARI ST d4»k OFFER 15.95 
WHKLIOJG Firebird 
T291M 

ATARI ST ««k OFFER 15.96 
W1ZBALL Ocean 
T222M 

ATARI ST dltk OFFER 15-96 
AMIGA disk OFFER 19,95 
WORLD TOUR GOLF, Electronic Ans 
T2S9M 

AMIGA dish OFFER 19.95 
ZOOM, Discovery 
T790M 

AMIGA disk OFFER 15.95 



ADVENTURE 

BARD'S TALE H. Elactrontc: Arts 
T293M 

AMIGA disk OFFER 19.95 
BARD'S TALE III Electronic Arts 
T28SM 

CBM64/12B disk OFFER 13.95 
CORRUPTION RiWI&fd 
T2B2M 

ATARI ST diak OFFER 19.96 
DH JEKVL AND MR HYDE 

nalMytfi 
T261M 

SPEC4ftr12Scaaa OFFER 0.40 
INVESTIGATIONS. Grapfvtexl 
T262M 

SPEC1 2B ciss OFFER 3 95 
LEGEND OF THE SWORD M > < •! 

T263W 

ATARI ST disk OFFER 19.96 
SHEL WULLVM TWINS Eigtiih Day Soft- 
ware 

T264M 

SPEC4S/1 20 cess OFFER 4.50 
THE REALM 

T281M 

SPEC4a/120GHS& OFFER 1,00 



BUDGET 
RANGE 

ORDER FOUR GAMES IN THE £1.99 
RANGE AND PA V FOR TMFTEE (£5.97 
PA VMFNT TOTAL} -ASA VtNG OF 
C1.99! 

OflOEfl FOUFt GAMES M THE fS-99 
RANGE AND PAY FOR THREE (£9 97 
PA YMENT TOTAL} - A SAVING OF 

C2.99! 

JUST FILL IN THE NAME AND PUB- 
LISHER OF THE FOUR GAMES 
REQUIRED AND THE PAYMENT 
TOTAL OF C5. 9 7/C8. 97 I DON T USE 
THE OFFER PRICE TABLE} 



THE MEGA 
CHOICES 

APA RT FROM OUR HtGHL Y RECOM- 
MENDED GAMES LtST, YOU CAM 
ORDER AMY OA ME RELEASED BY 
THE MAJOR SOFTWARE HOUSES TO 
OA TE ON CASSETTE OR DISK. 

OUR OFFER PRICES ARE VALID FOR 
AN Y FULL- PRICED GAMES AND 
INCLUDE FIRST CLASS POSTAGE 
AND PACKING - NO OTHER EXTRA 
CHARGES 

LOOK UP THE PRICE OF EACH GAME 
IN THE OFFER TABLE, ENTER THE 
OFFER PRICES ON THE ORDER 
COUPON. THEN ADD THEM UP. 
ORDERS FQR TITLES WHICH ARE NO 
LONGER IN DISTRIBUTION WILL BE 
RETURNED. 

YOU WILL BE REGULARL Y NOTIFIED 
OF ANY OELA YS CAUSED SYUkTE 
RELEASES. 

SOFTWARE OFFER 
PRICE TABLE 



RHP 


OFFER 


SAVE 


4-99 




1,00 


595 


4,74 


1,20 


7.95 


6.40 


1.55 


7.99 


6,44 


1.55 


8.95 


7.20 


1.75 


8.99 


7.24 


1.75 


9.95 


7.95 


2,00 


g 99 


7.99 


2.00 


11,99 


9*9S 


2.00 


12,95 


10.40 


2.55 


12.99 


10.44 


2.55 


14.95 


11.95 


3.00 


14 99 


11.99 


3.00 


19,95 


15.95 


4.00 


19.99 


1 5.99 


4.00 


23,00 


18,40 


4.60 


24,95 


19,95 


5.00 


28.95 


23.15 


580 


2995 


23.95 


600 


34.95 


27.95 


7.00 



HOW TO ORDER: 

WRITE REQUIRED GAMEfS) ON 
ORDER LIST. INCLUDING MEDIA 
TYPE AND ORDER CQDE /WHERE 
LISTED}. 

IF OFFER PRICE NOT IND1- 
CA TED r CHECK IN AD OR REVIEW FOR 
CORRECT RECOMMENDED RETAIL 
PRICE fRRPi. 

LOOK UP SPECIAL OFFER PRICE AND 
WRITE ON ORDER FORM 
ADO UP TOTAL AND ENCLOSE 
CHEQUE OR POSTAL ORDER OR 
ALTERNATIVEL Y USE ACCESS/VISA 
FACILfTY tDON'T FORGET TO INDI- 
CATE EXPIRY DATE!}. 
.'if Vf Wtft R 

GAMES ORDERS REQUIRE ORDER 
CODE OR MEDIA TYPE AND COM- 
PUTER. GARMENT ORDERS ORDER 
CODE OR GARMENT SIZE, HARD- 
WARE ORDERS ORDER CODE. 
INCOMPLETE ORDER FORMS WILL 
BE RETURNED. 

PL EASE RING {0334} 3€20 IF IN 

PRICES VAX. ID FOR UK/EIRE, 
EUROPE ONLY. 

FOR OVERSEAS ORDERS PLEAS* 
ADO OO PER ITEM FOR AIR MAIL 
DELIVERY 



BEUVERYt 

NOT ALL LISTED PRODUCTS WILL 
HAVE BEEN RELEASED A 7 PRESS 
TIME. 

GOODS WILL BE DESPATCHED AS 
SOON AS POSSIBLE. CUSTOMERS 
WILL BE INFORMED Of ANY LONG 
OELA VS. 



AW 




S 



SUBS OFFER 

A MULTIFORMAT 
TICKET 

TO SOFTWARE BLISS 

Yes, just look at th is crisp and cl can £ 1 0 
note! Does if give you a warm and happy 
feeling? If yes, you're* potential sub- 
scriber lo TpWf^jjftWiWgjpith Wffsi 
subscription (o rjftew pse rtpti ofl| yc» ore 
offering you a MULT IFOR* AT ticket to 
software bliss. ArKcribe now and you 
will be entitled to a MULTIFORMAT £10 
VOUCHER redeemable against any soft- 
ware mall order purchases using our 
normal mall order coupon. You wtH 
be entitled to make use of our normal i 
software discount offers, but insteWoV 
paying with hard cash, you will send in 
your MULTIFORM AT VOUCHER fYes^ym ^ 
may top up the order amount with a 
cheque, postal order or eurocheque and 
no, you will have to purchase up to £1 0 
worth or more of software to be able to 
make use of the voucher)* 
Oh. and by the way, if the crisp and clean 
£10 note doesn't evoke any warm and 
happy feelings, go and see your doctor, 
or better still, send us all the £10 notes 
you have. We'll find a better owner — 

BACK NUMBERS 




BACKISSUES *BACKISSUES 'E 
BACKISSUES *BA CKISSUES 'E 
BACKISSUES 'BACKISSUES *£ 



TX:Q01 Oct/Nov B7 

Ugm Wars - The Laser Tag CrezB! Console 
Ovwww 1 Computer* in the Movies' Tne 
Robosystem - the present atrlipn *y*t*m of 
the lulure 1 TV Gaming - Anglia TVs new 
adventure game' The Compact r>*c revolu- 
tion! Met Croucher'a Software Se^sm! Ben 
Daglish arid Rod Hubda/d speaN out 1 Pie- 



TJt-002 Dec/Jin S7/&B 

Robots In Video! Mel Craucher's Via la nee in 
Software! Getting m to Satellite T"Vi 
UOinsetJ To KBI - Th* r*c* tor tne lato«t 
Licenses! Mol A Penny More- An adventure 
story Rabin Canoty pa§nts wiih Degas Elite 
(ST)' Intehnhv wrth Stephen Blower, the 
man oefiind the Ocean/Imagine adverts' 
Previews' 19 pages ot Reviews' 



TXrOOS Fa bmant M 

Corn-Op ConlrcritaliQn 1 TGM Ofl-Une- A 
look at Compunel' CenfrOnng Computer 
Games' Met Croucher's Stereotypes In 
tefMMral Rcfca Cancy pamta aj in DaJhij 
Paint II i Law-cost mmtMrack recorders 
fev>ewed' Pod Steel's rev*ws of new edv- 
SfitijW A round -up of Board Games' Robin 
Evans's Mercy Dash ' Previews' 32 pages of 
Reviews 



TX :QQ4 March BS 

Child Abuse - Ripped oft prograTnmnrs 
• .ill Mfl Crouctier guide to ma*-ng 
your OWUnden piwuS Dnjlal F'icrui'es, the 
leading edge m Compute' Graphics 1 Jonn 
Gilbert takes a look at 1 6-txt simulations' 
Cotn-Op Confronlptioni John Woods on 
Fantasy Games' Sequencing and Midll Pre- 
views 1 Reviews' 

TX : SOS April 84 

Mr- CroiiChei | i.r t h> Ir-ier- 

visw! John Grfbert at the Toy Fair' Toys For 
The Boys - Mel Yuppie "s GuidB 1q Electronic 
Rubp«sh! utorvri Bates m drumming mood 1 
More Fantasy Games Rsviewsl Mora Board 
Ganges Reviewed* More Adventures tram 
Rob Sl«el' More Reviews' 

TX:O0e May 

Battle Between Prog - Anion's 
T«chforc« fighting robots 1 John GHbsl 
assesses the impact of microchip 
technology on modal trains and tpbd- 
>r*> IntnrjtFiw with BuNetin lOOOt Grew 
Your Own Radio - Met Croucher on the 
broadcasting revolution! TGM hex a go 
at KJC'S Play By Mail grtmo! 
Ra^rdgame newsl John Woods pJays a 
NcrdK. RPG bid and indulges kn grue- 
sorrie reading from Hsim! A double 
dose ql Mercy fJashf Forever musical 
Jon Bates rehearses Atari ST instru- 
ments! 




rX:007 June Afi 

The Bugger? - Mat Creuchvr Invests 
Bates Big Brother and how he watches 
you? 2001 - Barnaby Page on the aoft- 
wara future? TGM look* at the 3T Par- 
Sec Graphics System! BLEEP HOUSE 
- Barnaby Page visits the com- 
puterised house OP the future! 
Stoc;kt;ihn- Th* MS* -II computer 
ranger Dangerous Secrets - John Gil- 
bert on a new piracy angle! The weird 

effects of muuic and t-ound un <:rnn- 
putar gamaif STAC - Tony Bnone 
takes a look at the ST Adventure 
Creator! It Bites - an interview wHh 
gurtari?) FrWrtcfc* Dunnery! 



TXiCHMI July 1QSB 

Bulletin flmdy - Mel Croucher invash- 
gatea the bulletin boards' Mumrutl T 
floa-rtborg. flwsi the shuttle - the 
biggest video gam* »r> the wortdl The 
Camcorder revolution! Old labels, now 
r.ornfhir<Mf!i -changing trading ivmt<i 
tsclic*! New warn multimedia OF 
genre CYBERPUNK! Target Games 
and a new presentation for etrategyt 
Rohm Candy engag** Microiliuakma'i 
Photon Drivel 




SHOPPING 



ORDER 
FORM 



I want to subscribe to 12 issues of TGM and receive my 
MULTIFORMAT El 0 VOUCHER, 
If I Ve already got eTGMsu bsc ription, and it is run n ing 
out soon i extend it for a further twelve i ssues - and still 
get my MULTIFORMAT £10 VOUCHER, 

Please tick the appropriate box: 

I enclose £18,00 for TGM subscription main- 
land UK 

J I enclose £25,00 for a TGM subscription outside 
mainland UK - surface mail 
Q l enclose £38.00 for a TGM subscrtptior outside 
Europe - Air mail 
I am a new subscriber 

I am an existing subscriber. My subscription 
number is 







Please extend my subscription starting with issue 

Nol 



n 



EARLY WARNING: 

If you wish your sub to commence with Issue 1 2, we 
must receive your coupon n o 1 ater t hn n 2 8 th Septem ber 
1988. 

Please allow 28 days for your free gift. 



lUES*BACKfSSUES*BACKISSUES*BACK 
',UES 'BACKISSUES 'BACKISSUES*BACK. 
lUES*BACKiSSUES*BACKISSUES*BACK. 




Conning Tbm Compute - M«i Crouctwr 
k>o*t ■< computer fraud! *rchim*d*» 
Sp»ci*1-o»rr*aridofHphk:a«ittw3a. 
bit rmcnal T«i»rw volution - SaTeUtt* TV 
i* unity nw*! is Tb* L*w Still An A** - 
Stmaby P*g* 6aflmm«ft capyr^hV- 
T«*c* Srw IA»chirwrt -TQM qtwt- 
bornurc rwuttif 



Please Supply the foHowing 
BACK NUMBERS 

(Circle required items): 



1 2 3 4 5 
6 7 8 9 



BACK ISSUES C1.4B 

< Inclusive P&P) 

OVERSEAS PLEASE ADD EU.BO 
TO ABOVE PRICES 

SPECIAL OUANTTTT DISCOUNT: 

Order FOU R issues and pay tor 
THREE. 



MY COMPUTER IS: 

Please use BLOCK CAPITALS 



Name .. 
Address 



Ptease maKe cheques/postal orders payable to TOM I! is best to avoid sefhd ■ 
ing cash payments . Pleas© DO NOT enclose ANY order wilh mai 10 the EDTTO' 
PIAL side ol r* magazine as this will result m DELAYS! Send yout orders to 
the address Detow. 



Q I enclose e chequa/p .o. for £ 

I AflSh to pay by VISA/ACCESS iDertete as appropriate} 
Please debit my VSAVACCESS ACCOUNT C 
Please charge my accouni No: 



Expiry Dote 



Signature 



Access 




SEND THIS FORM TO 

TGM SHOPPING, PO BOX 20 9 

LUDLOW, SHROPSHIRE SY8 1D& 



The Special Software Discount Offer Prices only apply to 
recommended retail prices for software, not to already high- 
lighted, discounted special off ers* hardware and other 
goodies. No other discounts may be applied. 
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e best Joysticks in th 



IGHTER 



LV StNSfTiVE LIGHT TOUCH 
MlCROSWfTCHES 

UNIQUF FRGONOMKjALLV DESIGNED 
CONTROL HANDLE BUILT IN AUTO FIRE 
INDESTRUCTIBLE METAL SHAFT 
SELECTOR CONNECTOR a , A nC 
FOUR FlfcE BUTTONS % I 4.TQ 



MACH 1 ► 



© SIX HIGHLY SENSITIVE LIGHT TOUCH 
MICROSWITCHES 

ERGONOMfCALLV DESIGNED CONTROL 
HANDLE ft BUILT IN AUTO FIRE 
® INDESTRUCTIBLE METAL SHAFT J* l fkC 
® FOUR FIRE BUTTONS X I U.tD 



125 SPECIALS 



4$ FOUR INDEPENDENTLY CON' 
FIRE BUTTONS 

UNIQUE ROTATE FUNCTION 
E RGONOM I C ALLY DESIGNED 
HANDLE # BUILT IN AUTO FIRE 
MOST INNOVATE DEVELOPMENT EVER 
j; JOYSTICK TECHNOLOGY 

® ALSO FUNCTIONS AS STANDARD TYPE JOYSTICK 
<S SPECIAL FUNCTEON REQUIRES 
DUAi JOYSTICK PORTS 



THE UK S TOP SELLING JOYSTICK 
FOUR HIGHLY SENSITIVE FIRE BUTTONS 
ERGONOMICALLY DESIGNED CONTROL 
HANDLE 

BUILT IN AUTO FIRE a a nc 

SELECTOR CONNECTOR XO. YD 



CHALLENGER ► 




£12.99 



?WO HIGHLY SENSITIVE FIRE BUTTONS 
ik E RGONOM IC ALLY DESIGNED £m ftc 
CONTROL HANDLE V ^ 

In addition to oil of the obove, all Cheetah joysticks also incorporate the following 
unbeatable features: • 12 month warranty • Automatic centering • H»gh impact 
robust body # Heavy duty base with strong stabilising suction cups • Eight directional 
control, designed tor use tor on to We or in hand operator 

Joysticks with buHt in selector connectors wUf connect straight Into Sinclair Spectrum +2. 
+3. allowing the user to play Sinclair/ interface 2 compatible games without the use of 
an additional Interface These joysticks will also control ail other gomes with the use of 
an intertoce as per the Instructions within the software 

All joysticks <n the Cheetah range (including the above) are compatible with the 

following Sinclair ZX Spectrum 16k/4flk/12Sk Ooystick interface sold separately): Commodore C64 - Amiga - Vic 20 - Commodore CIA 
(adaptor sold separately) - Amstrod CPC range - Atari Home computers - Atari 2600 & 5200 Video Gome Machines - Sears A/code 
Amstrad PC (Subject to software compatibHrty) Cheetah also manufacture the number I Joystick for PC 's. The PC Powerplay Is 
with the IBM range of PC's, the Amstiad PC 1512 and other PC compatibles when ploying games written m analogue style format. It's 
include • Slim ©rgonomically designed base • Duaf axis sensttrvity controls # Three Wght touch Are buttons • Automatic reium to 
High quality potent*ometers • Metal shaft • Cignt direct- onoi control • Ztfi* cursor controt • 12 month warranty only S24 W An 
pys-ick requires a games cord ■ the Cheetah Dual Port Joystick interface Adaptor .Card acts as the interface between the computet 

games cord at onry 

PfiO*l»^AX*a VAT, cxjsuig* and pociong. 

14 ddV» EipQrt wJm at i 

:Sl ^0^ dt/Ct| ovaMab* from PtQh 
tt'*«t ittxpi and c* good camoul* ihopi 
PWa» state ctwnourer 

ExcluSftnS C lut> wilh #v9fy 
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PLAY BY MAIL 




THE GAMES MACHINE'S regular 
Play By Mail column 



As the soccer season 
ready . . . 

SOCCER SUPREMOS 

GAD Games 

- layers take the part of foot- 

Pbail club managers, respon- 
sible for the long-term strat- 
egy end many of the more 
immediate, tactical deci- 
sions. Clubs take part in a league 
made up of four divisions with 1 6 
dubs in each, 64 clubs in total. The 
first thing to do is name your club 
- real names aren't allowed - 
decide its nationality and actually 
design your team. 

Designing a team involves 
choosing the positions of your 1 S 
team members {later increased to 
21} from the four on offer: goal- 
keeper, defender, midfielder and 
attacker. After that you distribute 
61 points among them to deter- 
mine theFr ratings* seven being the 
highest, one the lowest, On the 
whole ratings are experience 
related, so highly rated players will 
tend to be older with consequent 
mjury factors, A similar process of 
selection is also followed for the 
club's Youth Team. 

Next, determine your club's 
financial details by adding the con- 
tribution of your dub - E5G0 , 000 - 
plus the amount given by the 
sponsor you choose. Sponsors 
range from being reliable and 
offering long-term contracts with 
not much money, to being prone 
to bankruptcy and offering short- 
term contracts but lots of money. 
They also vary in their expecta- 
tions of how high the club should 
finish in the league, 

Given your financial status you 
can then decide how many seats 
to add to your home ground at £1 0 
per seat. Remember to leave 
money for paying the team's 
wages though! Once all this is 
done the season can begin. 



To every season . , . 

Seasons last tor 32 game weeks, 
with winners announced at the 
end. Then the top three teams tn 
each division (excluding the First) 
arc promoted and the bottom 
three (excluding the Fourth} 
relegateo After a short pause the 
next season begins, 

Like the one before it, this 
season includes 30 league 
matches, playing the other 15 
teams In the division, once at 
home and once away, tn addition 



draws ever closer GAD Games seem to have the perfect PBM 



there are two cup games, the 
League and Soccer Supremos 
Cups, plus five weeks for 
International matches. (The 
managers of national sides are 
established by voting.) Youth team 
matches mirror senior games in 
timing, while a club can play a 
friendly per week. 

For each maich the manager 
should select who is going to be in 
the team, and which of them will 
be penalty taker and captain 
together with a substitute, 

Then the aggression factor of 
each part of the team must be filled 
in, You may be helped In your 
decisions by spying on another 
club, It's possible to learn about 
players in certain positions, 
players of a set rating, or even the 
club's financial situation. 

This might also be useful tor 
transfer deals where you offer a 
certain amount to a player's club 
manager. Alternatively you can sell 
or swap players. You may also 
choose to pay for a youth team 
trainer, fitness coach, skills coach 
or physiotherapist, or all four. 

Soccer Supremos takes an 
unusual subject for a PBM game 
and hence is very interesting. 
Credits cost 30p, and depending 
on what stage you joined the game 
and your position within it, turns 
cost between 60p and E1 -20 (both 
including postage). The Rulebook 
is free from GAD GAMES with the 
first turn normally costing £3, If you 
mention TGM, however, Ihen it's 
just £2 , 

The address is Mortand House, 
PougNtl, Cornwall EX23 9EL "S 
Q2&8 4741. 



IT'S STILL A 
CRIME 

On the letters front advice 
continues to pour in for KJG's 
It's A Crime. Malcolm Sims of 
Canterbury, Kent Is among the 
most detailed: 

To maintain game positions, ten 
orders per turn are essential. Once 
a player has got to 40 blocks, 
hopefully by turn 1 5-1 8, he should 
then split his gang costing another 
two credits per turn - E3.00 in all 
per game turn, 

As for gang warfare it does take 
place and is quite tough. In my 
game the first gang to attack I 
wiped out, but then had to ally 
myself with two other gangs to 
play them off against each other, 

Eventually you become Mob 
Boss if you are lucky and good 
enough. The aim is to get 80 
businesses controlled by gangs, 
however in my experience this is 
almost impossible because 1) by 
this time all your allies will be 
attacking you , and 2) rf you hit back 
they just drop out, meaning you 
have to rely on a 15% chance on 
inactive gangs joining your gang. 

Incidentally Mob Boss costs an 
extra 75p per turn. 

Here are some hints that I know 

of: 

1) Expand as aeon as possible, 
don't worry about notoriety. 
2} Use drugs early in large 
quantities - higher morale gives a 
greater chance of success 




3) To get cash early on, Firebomb 
Industrial or Warehouse sites. 

4) Later on do a Mass Ambush, eg 
seven or erght ambushes on one 
gang. You will gain lots of 
Notoriety and possibly wipe out a 
gang of Mega Notoriety. 

5) Buy Shotguns and Machine 
Guns early on while they are still 
available 

6) For Mob Boss aim tor 40 blocks, 
15, 000 dollars, 16 machine guns, 
25 pros and lots more shotguns, 
punks, etc. 

As for the Mob Bosses - only 
Mass Attack or their original gang 
will hurt them, 

7) In Gang Warfare try R1 {first 
order) and F1 (last order) on enemy 
turf. 

Phil Gyford of With am, Essex 
has written in to recommend a 
game run by a friend of his: 

I've just started playing the first 
game of The HitmakersAt The End 
Of The Universe by Drako Games 
It's run by Mark Drakford who I mel 
in Game 1 of Conquest. It's a very 
entertaining game and has the 
added attraction of a free fanzine 
each turn (to which I contribute). It 
only costs £1 a turn -cheaper than 
some inferior games, such as 
Troll's Bottom. Perhaps you could 
review it? The address is Drako 
Games. 144 Crossing Road. 
Bramtree. Essex CM 7 6PN. 

We're certainly interested in 
reviewing such an interestingly 
titled game, perhaps next month 
rf we have the time and space. 
Or perhaps a reader already 
playing it might like to send in an 
Opinion. 

Barring natural disasters well 
most definitely review a PBM 
you can play on Atari ST, 
Astrowars come s on a 3,5 1 ' disk- 
Turns are entered by running the 
program and saving your moves 
when yw T re happy they're 
correct. If you can't wait for the 
TGM review, contact ASTRAA at 
Altonby Cortege, Langrigg, 
Aspatra, Carlisle CAS 3LH. 
Turns cost C1 20 each, including 
postage both ways. 

Our address remains PQ$T£ 
HASTE, THE GAMES MACHINE. 
PO Box 10, Ludlow. Shropshire 
SY8 WB. Views, reviews and 
general comments are extremely 
welcome and the most interesting 
will get a prize 
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ROLEPLAY 



Mankind discovers 
the stars 



TRAVELLER 2300 

Roleplaying Game 

Games Designers' Workshop, £12.95 

The year is 2300 AD„ and on 50 worlds the colonists 
from planet Earth struggle against inhospitable envi- 
ronments, dangerous native life-forms and hostile 
aliens. Devastated by global war at the end of the 
20th century, mankind gradually repaired its devastated 
worfd. By the middle of the 22nd century a working stard- 
rive propulsion system had been developed, and explor- 
ers began to spread among the nearby star- systems, 

star systems of each of mankind's 
29 full-scale colonies, along with 
climate, geology and native 
lifeforms on each world. 

One appealing aspect of Travel- 
ler 2300 is that, unlike most games 
with an interplanetary setting, 
although the universe is vast, the 
total number of known worlds is 
sufficiently small to be able to give 
a fair amount of detail on them ail 
in a single volume. In many ways 
this allows players greater free- 
dom. Referees can allow them to 
vrsit any world without fear of get- 
ting beyond the limits of the pub- 
lished background material. 

However, excellence of setting 
and availability of high-quality 
background material by them- 
selves don't make a successful 
roleplaying game - the ruie system 
is every bit as important. And this 
is where Traveller 2300 lets itself 
down badly. 

Two rule booklets are provided 
in the bask: boxed set - one man- 
ual for players, one for referees. 
The players' manual contains the 
bulk of background material and 
rules for character generation and 
skills. The referee's has details of 
combat and skill resolution sys- 



Although some lessons were 
learned from the catastrophe of 
war. the nations of Earth remained 
divided, and there were many 
armed struggles, ranging from 
local skirmishes to full -scale wars. 

Apart from internal strife, 
humanity is beginning to be 
threatened from the outside. The 
Eta Bootis colony is attacked by a 
war fleet of the enigmatic alien 
Kafers. ft is against this back- 
ground that players of Traveller 
2300 act out their adventures. 

Games Designers Workshop 
made their name with the onginal 
Tra veiier sy stem , the f i rst success- 
ful RPG to escape from the world 
of fantasy dungeoneering to a sci- 
ence-fiction setting full of star- 
ships, strange new worlds, new life 
and new civilisations- Traveller 
itself was phenomenally success- 
ful and is still widely played. How- 
ever, beyond the title Traveller 
2300 has little in common with 
GOW's earlier game, for the rules 
system and setting are completely 

Rather than the grand, high- 
tech, far-future universe of the 
older game, Traveller 2300 puts Its 
players in a world where 
technological and cultural 
changes have not been so great 
as to alter life beyond recognition 
of what we're used to today. 

GDW have been exceeding 
thorough in developing the back- 
ground for their game. The boxed 
set itself contains plenty of infor- 
mation to get new players started. 
There are lists of all the settled 
worlds, and an accurate map of all 
the stars within 50 light years of 
the Sun. Also a detailed history of 
the next three centuries and lists 
of typical weapons and other 
equipment. 

More detail is available in the 
form of a growing number of sup- 
plements providing pre-written 
adventures and background mat- 
erial. Perhaps the most 
immediately useful of these is the 
Colonial Atlas (E5.95. 96pp) which 
provides a bnef description of the 




Exploring trm universe with a very attractive partner 

terns, starship and space combat 
rules, together with systems for 
generating non-player characters 1 
personalities, random - but realis- 
tic - solar systems, and for handl- 
ing encounters between adven- 
tures and the local animal life. 

On skimming through the rules 
you could be forgiven tor thinking 
that the designers have left out a 
booklet. The skill resolution sys- 
tem takes up only six pages. 
Clearly insufficient. 

GDW have opted for a skill sys- 
tem quite unlike that of any similar 
game. All use of skills by player 
characters, be it operations such 
as programming a computer, 
repairing a stardrive, or combat 
actions such as wrestling with an 
opponent or blasting a Kafer. is 
resolved through the concept of 
Tasks. 

A Task is a single player action, 
and a given task is rated for diffi- 
culty, time taken, plus any special 
considerations (such as a Hazard- 
ous task which has extra penalties 
for failure). All these factors are 
combined to determine a difficulty 
number - a score which the player 
must exceed on a 10-sided die to 
succeed. 

Bonuses for possession of 
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appropnate skills are added to ihe 
die roll. The time taken to perform 
the task is determined by a sepa- 
rate roll. In the event of failure, the 
unlucky player gets to roll on a fail- 
ure table to determine the serious^ 
ness of their mistake. 

There are no more specific rules 
than these given - it players decide 
they want to try and do something, 
it is up to the referee to determine 
an appropriate Task, or set of 
Tasks, and to choose the difficulty 
numbers and so on for them. 

In principle the simplicity of this 
system is very appealing, but rn 
practice it doesn't work as well as 
it should. Only a few examples are 
given to aid in assigning difficulty 
numbers and the like, which 
makes life difficult until the referee 
has had a fair amount of practice 
with the system. 

Admittedly the pre-written adv- 
enture supplements do provide 
their own Task description at the 
relevant points, which serve as 
useful guidelines, but referees try- 
ing to make do with just the basic 
set will have difficulties. The situa- 
tion could have been improved 
drastically with fust a few more 
examples and a better introduc- 
tory scenario. The one included 
with the set - The Tricolor s 
Shadow - is sketchy in the 
extreme. 

In summary, GDW have pro- 
duced an excellent and entertain- 
ing universe for near-future Star- 
hopping adventure. With the vari- 
ous supplements available, the 
Traveller 2300 world is as well- 
detailed and as much fun as any 
you can play But its rules system 
is something of a let— down. 

The system is unconventional in 
that it lays much of the burden of 
deciding the effects of various 
player skills on the referee, without 
really providing sufficient exam- 
pies, or guidelines. Nevertheless, 
the wealth of detail and the appeal 
of the setting make it well worth a 
look to experienced roleplayers 
who don't mind putting in a little 
effort to flesh -out the rules system. 



THE WORLD OF FANTASY AND HORROR 

ggg*ir 
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\ HAVE KNOWN NO FEAR AND 
WOULD LIKE TO TASTE SOME! 

Plus* send me 4 copy of l*»u* 2 of FEAR, Britain's must 
nciting new Fint*»y miguine. 

Nitnv , HI 



[ J O.Ml mil' 




1 enclose £2 50 {UK-Eire} 

t enclose 13.00 (Europe) 

I i m I ivi < " K) i ' i . ! - 1 . 1 1 • Kir.i|> jii -ni.nl i 

i ml ludt- puHJKtf and p ji luli(ij J J I* ik makr ( ht-ju i-s f s 111 J I 
n ruyiH* tolfCWSPBLO LTD 

FEAR OFFER, NEWSFIELD, PO BOX 
20, LUDLOW SHROPSHIRE SY8 IDE 
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"As far as 

helpful 
interactive 
voice creation 
yoes, DXpert Is 
the best I've 
seen so far" 





■ 




106-124TGM TX 011:10-88 



MUSIC 




Send Receive Option 



1 




17 


1 mm jh 


a 


! 5VITH JH ~ 


11 


POLVHM 7 ; 


ij 


nt m a 


1) 


CH0IR5VH : 


:•«"-•■> 


a 


rani 


■ 


r'JilTii'j.j 


'ii 


TPF1JH 






22 


pitch rh 




= 


23 


1 hgix J 


it 


( IM 


24 


4 5T1TH 


9 


» ■ ■ • » 

j IHfel V 


25 




ill 




'26 






:u 




27 


BBESIV 


■12 




23 


THICK 5VIT 






29 


SVITWIX 


14 




3$ 


svmv-iwi 


lis 




31 


L8R&-JH 


16 


j*' 1 l 


32 


ORCH.JH 




■ jpraiTl DXpert ^^^^ 

I Generate with following j gyf^EftS 



il 

5 
6 

P 
j;8 

ill 

111 
112 
|13 

15 

fit 



Fixed Root 
-?v Envelopes 
Fr eguenc 




SB 

vel: 




Jatptit Levels 
lv LFO 

Large Uanance U8x) 
Snail Variance Q*'.) 



T 



FtLTRBRASS 


24 


MUEMIM 


BUZiPERCU5 


25 


MICE HI ' 


CLECTROCEl 


2& 


PAN PIPE? 




27 


! .B--UM1 


HVSTES'i 1 ?^ 


28 


Ilium 




29 


mm m 




36 






31 


WITH tLW 




32 


fRBftWM5S 




7h* siw/i f> to randomise 
fceyti oarer seating is one of 
OX pert 's unique features 



After the past two month's rolling in 
Archimedes software and revelling In the 
delights of MSX, Jon Sates returns to the Atari 
ST for further fun and frolics: there's a disk- 
based music magazine, yet another DX7 prog- 
rammer and a few of your letters 

usic Matrix is a new disk-based music magazine, and I'm 
looking at that first. The concept is that since the ST has 
the MIDI ports on board, you can run a disk that contains 
not only articles which help and inform you to program 
music on the ST, but also contains some free public domain 
software and many other utilities that will be useful to music 
freaks. 



"Music Matrix 

welcomes 
input from TGM 
readers . . . 
articles, 
songfiles, 
queries etc" 



The first thing you need, however. is 
at least one synthesizer/MO 
keyboard hooked up to the ST. Obvi- 
ously it doesn't concern itself with the 
internal chip. One of the problems in 
running a magazine such as this is that 
you could get too specific as regards 
the equipment you are setting up the 
program to run on. 

Although Music Matrix does con- 
tain some quite specific programs and 
files tor specific sequences in Issue 1 , 
they have maintained a fairly central 
path and managed to throw in songs 



(all original to avoid copyright prob- 
lems) and information. 

As a rough breakdown, with Issue 1 
you get a fastbasic program along 
with half a dozen or so music -related 
fastbasic files. There's a song file that 
runs on Kuma's K-M/nsfrer (reviewed 
in TGM 003). Not the most popular of 
sequencers* but nevertheless a tow- 
budget package. A real bonus is repr- 
esented by an all-talking, singing and 
dancing 32-track MIDI sequencer, 
which is from public domain but 
nevertheless quite a sophisticated 



piece of software. It saves and 
retrieves the songs you create, along 
with a fair degree of editing and quan- 
tization facilities. 

There's also a selection of music 
stuff written in ST basic programs. If 
you own the Michtron Super Conduc- 
tor (reviewed in TGM 003), there are 
two songfiles also contained on the 
disk. There is also a tutonal on the first 
simple steps to program the ST to out- 
put MIDI commands and notes. 

Music Matrix 15 definitely for the 
novtce. and as such is very uselul Its 
authors recommend that you use a 
Roland MT32 sound module to gel the 
best out of the programs contained 
therein. However, I would take a rough 
guess and say that any of the B-chan- 
nel tone modules would do, provided 
you sort the voices out to suit. One 
small problem was that the graphics 
and associated pages would not run 
on the hi— res screen, which tsashame 
— they are in colour and run on a TV or 
medium resolution screen. 

Music Matnx welcomes any input 
from TGM readers. They are willing to 
accept articles, songfiles, queries etc, 
Oh yes. They are also very willing to 
take your subscriptions, which cost 
£35 per annum, It's issued quarterly 
at present, but hopefully this will 
become a more frequent occurrence 
when circulation figures allow. 

Issue 2 which is available now. con- 
tains an MT32 editor, and songfiles 
for the Steinberg Pro 24 sequencer 
Their address and contact number is 
at the end of this article 



More DX-ing 

Vet another DX7 editor 1 ! The world is 
brimming with them. 

Actually the DXpert is a pretty good 
deal being rather similar in concept to 
the voice programming packages I've 
reviewed in previous articles. 

All the expected functions are here 
- file save, bulk toad and bulk save, 
single voice toad and save, It will hold 
on screen two banks of sounds, and 
you click on the particular one that you 
wish active. 

To edit a voice you drag the 
selected sound to the edit buffer - it 
also holds up to six voices m the sepa- 
rate edit buffers- Editing follows the 
normal routine of a screen full of num- 
bers which you can click on to alter. 

However. It also has the tuggable' 
graphs, which are optional for each 
operator envelope. This gives you a 
screen of a graph with points that can 
be pulled around to shape up the 
sound. When you jump to the next 
operator it retains a shadow of the 
previous operator envelope SO that 
you can keep track of what you are 
doing. Mind you. after about five 
graphs appear in shadow form on the 
same screen, it becomes a bit confus- 
ing working out which one is which. 

Where DXpert really scores is the 
ability to randomise sounds Usually 
this is found on the EMQO-plus prog- 
rams, and was first seen on the 
mother of all DX voicing programs - 
DX Droid, which costs about £ 1 &0 

Randomise means that by selecting 
that option from the menu it runs 
through the peripherals within certain 
predetermined guidelines and creates 
the basis for new sounds for you to 
tweak up It generates 32 variations of 
the :-;o j nd chosen as a basis, Don't do 
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D Xpert afiowsyou to tost your sound with rfs buift-m sequencer 

what I did; make sure that the on- 
screen voice bank has been saved 
before you overwrite it with the ran- 
domised voices. 

DXpert goes a little bit further in that 
you can to some extent define the 
basis on which it will randomise the 
sound. You can choose to keep the 
basic sound, alter the operator 
envelopes only, randomise the basic 
frequency, randomise the keyboard 
scaling, the output levels or the tow 
frequency oscillator. You also have 
the choice of either two ranges of ran- 
domisation - either 10% or 30%. 

As far as helpful interactive voice 
creation with assistance from the 
computer goes, this is the best I've 
seen so far. it certainly gels my vote 
for £24.99. The voices dumper: ,w: 
also compatible with the Steinberg 
Pro24 dump utility. A begging letter to 
Five Pr-n Dm software (address at the 
end), who are the authors of this prog- 
ram, will get you a copy of the demo 
version. 

MUSICAL 
NOTES 

hanks for the mail. Not that I'm 

trying to outshine Robin Hogg 

and the excellent Information 

Desk, you understand. I have 

just picked out a few letters that 
hopeful ly will save a few head scratch- 
ing sessions 

Several people have written regard- 
ing the Amiga and Us MIDI pos- 
sibilities Jeremy Lyons from 
Holywood in Co Down, is a little con- 
fused with the Yamaha PSR6300 via a 
Datei MIDI interface, So tar he is only 
able to gain access to the keynote 
data and volume (\ think you mean vel- 
ocity, Jeremy - volume is a separate 
control feature). 

He would also like to know of a pro- 
gram which will enable him to enter 
music in score form and control the 
function of the instrument directly 
Lastly, he finds he can send dock 
putses from the DMCS but not receive 
them. 

Firstly, the Deluxe Music Construc- 
tion Setts not intended as a full-blown 
sequencer but as a semi-senous fun 
package. Secondly, the Yamaha PSR 
series will allow you access to their 
more exclusive innards, but only if you 
press the MIDI button on the panel, 
along with a combination of other 



"It would be no 
use buying an 

extremely 
complex prog- 
ram to find 
your keyboard 
skills are not 
worthy of It" 



panel buttons. 

You would need to read the hand- 
book carefully to engage the different 
transmission modes that the instru- 
ment uses; ie clock pulses. As you 
observe, the DMCS will not receive 
clock pulses- 

As to what program you should get: 
at this point let's bnng in AHister 
Brim ble from Crediton in Devon, who 
has recently purchased the Amiga 
500 and is desperate for software. He 
also wants a sampler for the Amiga. At 
present software for the Amiga is not 
exactly thick on the ground, and the 
mniority of it is transatlantic. 

However I am currently trying to get 
hold of some, either directly from the 
software houses, or from the the few 
importers who have started to do 
Amiga software. Companies to look 
out for are Mi metres and New Wave, 
who both do suites of music sequenc- 
ing software of a more professional 
standard that will enable you to do all 
the things you require. 

You could try ordering from the 
States, but there will obviously be a 
lack of back-up service should things 
go wrong. However, importers for this 
are not yet existent. The good news is 
that there is a Dr T program already 
available called KCS 1.6, which will 
set you back £225 

Even better is the basic sequencer 
package from them, called MRS, 
which is rumoured to be retailing at 
£49 95 This should be out as this 
issue hits the stands. As should be 
two programs from Passport - Mas* 
tercracks Pro and Junior. 

The former is again an expensive 
professional job, but Junior has a 
price tag of E99.95. Don't forget, 
potential Amiga owners, you will need 
an interface, and TGM will be looking 
at Amiga interfaces in the not-too-dis- 
tri'it I'Ljcure. checking on prices and 
compatibilty. Remember as well, to 
check and see if the program requires 
more than 500K of memory. 

The bad news is that as yet there is 
no dedicated bolt-gn sampler for the 
Amiga available in this country, 
Although the Amiga plays back sam- 
ples, these have usually been created 
on a dedicated machine, converted 
and downloaded into the running pro- 
gram. 

Oddly enough as I am typing this (in 
the remotest part of West Wales) the 
phone chirps into lite and it would 
seem that the Amiga version of the Dr 
Tsoftware will have a routineto down- 
load MIDI sample dumps into the 
Amiga and play fhem back via the 
Amiga's internal sound chip. As soon 
as there's any dedicated sampling 
hard and software available, I'll be giv- 
ing you the details. 

Anyone interested in the programs 
mentioned above could try contacting 
Stuart West of 2001 in Ash, Surrey 
who will be very pleased to dispatch 
these to you tout suite. 

Lots of mail from Commodore own- 
ers regarding available software and 
what to get. 

M Hafeji. from Bat ley in West York* 
shire, wants to know what the best 
MIDI software available is. 

First of all you need to decide on 
your price, not forgetting that you 
need an interface. If you want to be 
reasonably serious about the whole 
affair, you also need an instrument or 
synthesizer capable of responding to 



more than one MIDI channel. 

M Hafeji also mentions the Stem- 
berg Pro 24. This program unfortu- 
nately is only designed for the Atari 
ST, but it's predecessor, the Pro 16, is 
still about for the 064 at about £99, 
However, because of the dwindling 
sales of music software for the C64, 
you could pick up quite a bargain if 
you shop around. 

Bear in mind your own capabilities 
It would be no use buying an 
extremely complex program to find 
that your keyboard skills are simply 
not worthy of it. On the other hand if 
you're fairly adept with the old digits, 
it would be of little point getting an 
introductory l fun" package - great for 
amusement, but not really cut out for 
the more senous-minded user, 

If I had to produce a hit list it might 
run something like this: 

Advanced Music System 

Island/Firebird 
Joretn Music Packages Joreth 
Sonus sequencers Sonus 
Steinberg Pro 16 Steinberg 

For elucidation on this point you could 
thumb through the Christmas 87 edi- 
tion of our sister magazine ZZAPI, in 
which yours truly did a full race survey 
of Commodore music soft- and hard- 
ware. Most of these programs will be 
around if you look hard enough 
though. 

In that survey i also looked at the 
Sound Expander which was marketed 
through Boots amongst others. 
Matthew Watton wrote asking where 
the additional software was which 
could program its voices. The anginal 
system, which came complete with a 
five-octave keyboard was marketed 
by Music Sales. They'll be happy to 
send you the editing software for the 
princely sum of £29.95 

Next month I 'It be taking a look at a 
mega expensive and ultra efficient 
sequencing and sconng package - 
Wofafor- and answering a few more 
of your questions (write to the usual 
address). I can't guarantee personal 
replies, but the best of the bunch gets 
into print. 

If you're wondering what happened 
to the review of rVf, the composition 
program, well the truth is the review 
copy failed to work at all, and unfortu- 
nately I was unable to get hold of an 
unscrambled version in time to do it 
justice. Soon, 

Make a special note that next 
month's issue ot TGM has a music 
supplement - an eight -page special, 
bulging with information about 
keyboards, modules, drum machines 
- all at the low-budget end Df the mar- 
ket to fit your pocket, Plus a unique 
cassette offer (plug plug), It contains 
an hour's worth of music especially 
created by my goodself, using much 
of the equipment reviewed <n the past 
and present, both in the supplement 
and this column. A detailed blow by 
blow description of how each piece 
was written, assembled and recorded 
will also be included in the supple- 
ment, (OK. enough trumpet blowing, 
now shut up -Ed.) 

Five Pin Din Software: 37 Acacia 
Avenue, Camberiy, Surrey GUt5 
4YH 

Music Mat ri v. 25 0592 7 1 4flfl 7 
Music Sales T? 01 434 0066 
20017? 0252 336505 
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THE FOLLOW UP TO FOOTBALL DIRECTOR 







LTT 




All prices include VAT/dellvery 



AATARr 



520STFM SUMMER PACK! 

Incbudes STFM with 1MEG ditve. 22 
games (retai vc*j© fidUW) ft Joystick. 

Only £349.00 

520 STFM latest version with 1 MEG drive Tttted €279 .00 

520 STFM 1 MEG memory upgrade kit £99.00 

520 STFM 1MEG internal drive upgrade kit £84.95 

1040 STF special dea/ance oiler, hurry white stocks laatl £349. 0O 

1040 STF as above, offer includes SM124 mono monitor £449.00 

1040 STFM latest model, includes TV modulalor £4 19 00 

1 Q40 STFM as above, with mono monitor E52S 0O 

Mega ST2 with mono monitor - - 5~L'r?S 

Mega ST4 wrth mono monitor £1099.00 

SM 124/5 mono monitor ~— -» EUS5S 

Atan SH205 hard disk, new style E 

Pace Linnet Modem Pack inc .cable & software £179.00 

Philips CM8833 colour monitor en* ST lead , S?IS"S2 

Philips CM08S2 as above, higher resolution r £299.00 

(Extra £10 00 discount on Phdlpa monitors if bough! with an ST) 



All ST prices include, mouse etc. PLUS 5 disks ol software irdurJi 
MjordprocE&iyi. ulililips. rjiaprucv qame and demos 
Phone us now lor a quoit? on ,my CQmbin;il»on ol n:<rd'.vjrr 



Amiga & ST Drives 



Fully compatible, high quality 3.5" 
external dnVM for the ST ft Amiga 

NEW LOWER PRICE ,5^™ 

i OQO AC Inc.VAT & * Itraighpwt <W 

only 1-03.30 <wiv«y ;^%s™£; 



Very Quiet 

* SUmUn* Styllna 

* fully CompoMble 
+ Top quality Citizen 

drive rnechonlsm 

In PSU for ST 

Amhga 
lad copoclty 

* One year gxtorantM 



DOUBLE TAKE! 
PHILIPS 
TV MONITOR 

(MODEL 2201B) 



High qualhy medium ftsolutton 
I colour TVrmoniter now SvaH- 
■bl* lo suit the ST of Amiga. 
Features fuN Infra-rwJ remota 
control. EuroounrwctOf, VtoW 
Audto Input and ri«adptione 
output connectors. Supplied 
wrth cable lpl*a*« *ta1e com - 
puler typ* wti^n ardorlng) 



SPECIAL 
OFFER I 

£199.00 

mckjdes VAT, 
«M end next 
doy delivery 



Di 




i vi 



sir 

V3 



VERSION J 

NOW 

AVAILABLE! 



LATEST VERSION 3 FEATURES; 

PROTECTED SOFTWARE BACKUP includes faster 
and more powerful Turbo NfcWer backup wtlh 40 
parameter options to transfer many more programs, 
ORGANISER ACCESSORY - extremely useful 
provides essential disk management commands 
inducing FORMAT, RENAME, DELETE ete. 
EXTRA FORMAT io maximise space on your disks 
provides over 15% additional user storage per disk! 
UNDELETE to recover accidentally lost files 
ft/UWDtSK and SET DATE/TTMEAaMssories 
DISK ANALYSIS 



DIRECTORY PRINTOUT 
DISK SPEED CHECK 

Existing users - upgrade your Disector ST 
disk to the latest version for only E7.95 



Only £24.95 



POWERFUL disk utilities for all Atari ST Models 



All prices Include 
VAT, delivery & cable 



PRINTERS 



Star i C10 replaces * Nl- 1 0 laaturas 4 NlQ tonta. paper parklno, 

from panel operation, PLUS 2 extra ribbons Irw ol char on I L21& ™ 

Star LC10 7 cokxjr v»wr> oi above LC-10 irv: 2 Irea Week ribbona EZBa.oa 

Star X24-T0 NEW leaiure-packad 24ptn primer (check availability) 1339 00 

Star NB24-10 high Z4pki quality, Indudas out aha** faadar 

and 2 extra nbborta Iree ol charge ™ - — gWMB 

SiarNX 15 budo* wide carriage primer ^^^^ SS™ 

Slar NB24- 1 5 wde carr. version ol 1 0 Inc. cut uh«rf taeder S 

NEC P220D budoel 24pin 166VS6cpa , — - Slz'SS 

Amslrad DMP3250DI good value 1 D* prw.sertaJ and parallel ports ^S'SS 

AmsSrad LQ3S00 24pin ad low price -f**™ 

Amstrad 0MP40O0 iaai wkJe cantage 'SS SK 

Panasonic KXP1081 ever reliable budge* 10" pr.rn.tK 1 2(V24cps £1 7S.00 

Crtizen 1200 budget 10* pnnt£* I20cps SS'SS 

Ortizes LSP-tQO budoet iBQflOcps tO" carriage 



All price* VAT deHvery Inclusive 
Next day delivery £5.00 antra 
Sert dwH P O. or access/i/isa detail* 

ptioee Mtn ACCESSi'ViSA oatoib 
Gov? *duc « PLC oMdai ordars wrtteome 
Al goods fiubf*CJ 10 availatPlttir £ AO-E. 
□pan to callwu 6 day*. $.30-S.3O 
Telax- 3332M Fax 03fl£ 7B5354 
Aim af mi Ptnhore Rd., t.Vi«cnJjie, Bimmigham. B30 3BH Tel: 021 4SB 45f34 



Evesham Micros Lid 



63 Bridge Street 

Evesham 
Worcs WB1 1 4SF 
Tel: 0386 765 SOO 




FDE 




DISC OR TAPE 



£19.99 



AVAILABLE FROM ALL LEADING RETAILERS 
FEATURES INCLUDE 



TRANS' EH Af 'JUE 6 ~5 

soroiprntfOHAwiN 

5tf *±L CU^BOUNO* 
««N LEAQUfB 

cuPFixruHf urr 
) (court t ornvi time 
; DOUTH«JWEr» 
CONWCT ue«otm 

WAGE 5 "."W 
5IUHMNQON FEE1 

otwae cujb 

* OCrtLflCOAiHS < I f «hje 
ChANQE PU.VER5 POS 
CUHCKAN OF^EHS 

*90MANlV 

* HaUWKX. FCAMKnOH 
BftJLOETTANO* 

AiTia ticket pnet^ 



ATTEWDAMCC 
If AW BMHT9 

>•' ■■■■ 
TRANS-FEH U*T 
CLUB UOTTEITt" 

.poucc wo* 

CM*CTO*l 

5*6 ALl FOURS** 
4HI&1CJHT P*QE 
RE PA* BANK 
"t AM MO^AL 

(EE "OKI W »F ME hT5 
WMNHfl Of t*C HOMTH 
Krnti PAvEl 
.'A- Hh • . 3^5 
WOrrEOfCOWIOEWCE 
HJUFTT TIMt 



FOUHLEAOUES 
» TEAMS EACH 

tCASON 
HOME » AWAY 
FA i LEAGUE U#t 
Rf*UIV| i fcJUBIES 
EUWy*tA*OJP 
U E FA CU* 
C.ljf IHNhEflB GUP 

AjOHEOOATt^LAVlRB 

moral r moll 
r«uD«5emoN 

S.«jn«D.' CONCEDED 
PLAVCOJODACM 
PWflVO ^ » LEVtLi 
Nmai LBT 

p-w; ;..Ha p-s 



♦ evthat tv mmwq 

HJBB.TITUTlO«e 
LENDING Of 't 
lUCMKEK CAiJES 

fue rmuHarrn 

BELLlKfViHMBB 
MtriHtMBUT* 

«tnewrio*tALi 

fuf» TfflJHI 
MAJhAGER RAlMQ 

♦rewrcn option 

I RESEPWES 

pnoMonoN 

«£JOATIOW 
WUNV^MEIW 

iowcwWI 

MQflTGAGE 
■AVE GAME 
IMTt»f*T > JAM 



IPQhAGAi lAOONCe 
fUUHfJHJLTi 
iEA*G« 1«C«fT* 
»Tv CAWE.MA* 
CnOwQMOLEHCt 
APPfKMCMf* 
TEITIHWAVI 
WEEAS P**CW*T| 
WkMC < TtAM EOrrCfl 
LHtaCOUMTI* 
Lf AGUE TTTUEB 



* MUCH MOAE 



A f fAf LWE1 MOT ON 
THE .1 rTAPt> 




TO OBTAIN A FREE CATALOGUE OF ALL OUR 
STRATEGY GAMES JUST ENCLOSE A LARGE SAE. 



OTHER GAMES STILL AVAILABLE BY MAIL ORDER 



FOOTBALL DlRECTOR{48K) □ o ■ 

WEMBLEY GREYHOUNDS a a 

INTERNATIONAL MANAGER a o 

2 PLAYER SUPER LEAGUE □ o 

RECORDS FILE E3 • ■ 



£9.99 
£7.99 
£7.99 
£7,99 
£3,99 



SPECTRUM 4BKLZZI SPECTHUM 12BK O COMMODORE 64 
AMSTRAD CPC 464 A AMSTRAP CPC 6128^ 



PLAYING TIPS FOR ALL OUR GAMES £1.00 

Cheque^O. made out to D & H Games plus a large S A.E with 2Sp stamp 
attached Please state clearly which game or games you require 4 for 
which computer. Also write your name & address on the reverse side ot 
any cheques. Overseas orders please include £1 .50 Postage & Packaging 

DEPTGM, 19 Melne Road, 
Stevenage, Herts SG2 8LL 
ENGLAND 

*B (0438) 728042 




GAMES 



CONTACT UAHAGlAlG CHflECTQB MR J OE SAt 15 



Vehicles will communicate 
without help from humans . , , 






Driving us 



Henry Ford once boasted that you could have a 
car in any colour, as long as it was black. Mel 
Croucher knows that* s all changed - now you 
can have a car in any colour, as long as It bleeps 



esigned by computer. Built by 

D robots. Driven by morons'. 
That's the way it looks at the 
moment for the motorist. But 
anyone under the age of 1 3 may 
never know the joys of running out of 
fuel, lostng iheir direction, being stuck 
in a traffic jam, having their car nicked 
or getting smashed to a pulp in a mul- 
tiple pile-up. 

Before they are oid enough to take 
their dnving test, hMech gismos will 
become standard features on the 
humble motor car. During the next five 



years, on— board computers will be 
transforming motorway madness into 
something more like an arcade game. 
The next generation of cars is on the 
drawing board, and some of the sci-fi 
gadgets are already with us. 

Testing, testing 

Everyone reading this wiilhave played 
a racing or a flight simulation at some 
time, in the arcades or on a home 
micro. And several driving schools 
have nicked the idea and equipped 
themselves with drive-sims. com- 



plete with cartoon-style roadways on 
video, a steering wheel, pedals and 
naff sound effects. They're all but use- 
less for learning how to drive the real 
thing. 

If anyone wants to make a small for- 
tune, go out and video several hours 
of simulated drrving tests (not forget- 
ting a backward facing camera for 
your rear-view mirror). Then go home 
and conjure up some computer-gen- 
erated cyclists, lollipop ladies, stray 
dogs, traffic lights, and similar incon- 
veniences. Now plonk the whole lot 
onto a bog standard CD-ROM and 
program genuine sound effects, wea- 
ther conditions, speeds, braking dis- 
tances and the random element. 

Next, sell the whole package off to 
the British School of Motoring, and 
send me a small royalty. Don't forget 
the self-testing Highway Code option 
- the bit where you go hopping along 
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"The neict gen- 
eration of cars 
Is on the draw- 
ing board, and 

the sci— fi 
gadgets are 

with us " 



and arriving at 0000 o'clock. 

Dashboard computers that actually 
work properly do exist, but there have 
been teething troubles. Who can 
forget the launch of the MG Maestro 
in April 1984? More to the point, who 
would like to forget it! A computerised 
voice, chillingly like Margaret 
Thatcher at her most patronising, lec- 
tured the hapless driver about seat 
belts, empty tanks and personal 
hygiene, but at least the computer 
read-out worked better than mine. 

The 1 9fl3 Audi Quattro had a talking 
safety check system that sounded 



driving a Humber Sceptre in the fast 
lane at 40 mph, your Prometheus will 
be warned by an on— board Prom- 
etheus in another car travelling in the 
opposite direction. 

In addition to this, information can 
be fed into the system by the AA, RAC . 
CIA etc. via road sensors every few 
hundred metres, ted by satellite. This 
information will cover everything from 
floods to parking spaces, and advise 
the dnver where to turn off to avoid 
the hazards up ahead. The advice will 
be spoken by synthetic voice and 
transmitted through your car radio, 




crazy 



tike an asthmatic rabbit when you foul 
up the clutch release, and the final 
computer print— Out showing why you 
fust failed your test (including body 
count, where appropriate). 

False starts 

I've got a weeny computer read-out 
on the dashboard of my present (clap- 
ped out) motor. 

It's manufactured by an oriental 
outfit named Sato. If I tell it things like 
how far my current destination is from 
home, it will check the time, fuel, tem- 
perature, horoscope etc, and tell me 
what time I will arrive, how many miles 
I am getting to the gallon, when to fill 
up with four star, and even how this 
trip is going compered to the last one 
I made. 

Trouble is that during a recent drive 
down to Spain, it assured me that I 
was getting B.256 miles to the gallon 



"A com- 
puterised 
voice, Chil- 
lingly like Mar- 
garet Thatcher, 

lectured the 
hapless driver 
about seat 
belts" 



more like a high-class hooker, who 
managed to offend so many drivers 
that she was replaced by a liquid crys- 
tal display in 1967, But talking cars 
are coming, like it or not. Codenamed 
'Prometheus' and developed by Hal 
m cahoots with a huge consortium 
including Renault, Saab, Daimler- 
Benz, Porsche and BMW. the in-car 
supercomputer will be hitting the road 
newt year. 

Promethean 

I suppose Fiat have named their elec- 
tronic baby Prometheus because he 
was the Greek Titan who made a 
cyberman out of clay, and taught men 
how to use fire (which he had necked 
from the chief gods on Mount Olym- 
pus). Unfortunately. Prometheus 
ended up chained to a rock with an 
eagle ripping out his liver - a fact 
which Fiat seem to have overlooked, 
Anyway, the Prometheus com- 
puterised communication system 
allows cars to exchange information 
with each other, but without any assis- 
tance from their human drivers. If 
there's a heavy load up ahead, or a 
bank robbery taking place, or a three- 
mite traffic jam of holiday makers, or 
specially planned inconvenient road- 
works, or a blazing oil tanker, or worse 
still, one of those doddering old fools 



For ultimate 
protection - the 
Nanny cw 

the Nanny car 

Pioneered by the Japanese, closely 
followed by the Americans. Germans 
and Swedes, the computerised 
Nanny Car will protect the stupidest 
of drivers, If you insist on driving into 
brick walls, an air bag pops out from 
the steering column within a few mil- 
liseconds, and crad^ your head and 
torso against the impact , 

If you can't remember how to put 
air in your tyres, water in your radiator 
or oil in your sump, Nanny wilt gradu- 
ally slow you down and warn you that 
the vehicle will crash/overheat/ 
explode unless you treat it with more 
consideration. If you try and squash 
the ne^hbour's baby while reversing. 
Nanny will buzz like a swarm of bees 
and flash like a swarm of raincoats. 
This is achieved by radar, which 
detects any object more than six 
inches off the ground, weighing more 
than two pounds and within a range of 
three meters from your rear bumper. 
The whole Nanny package adds 
around £250 to the cost of the car, For 
an additional hundred, you can hand 
over control of your Sights and windsc- 
reen wipers to Nanny's electronic 
sensors too. 

Virtual Image displays 

There's a town in Indiana, USA. with 
the unlikely name of Kokomo, where 
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General Motors are playing with an 
interesting toy which wiH be appearing 
in a limited number of production 
models within the next five years. The 
Virtual Image Display shows a con- 
ventional lay-out of dashboard dials 
and digits, but they appear to be two 
metres away, down a little tunnel. 

Like the best conjuring tricks, this is 
all done by mirrors, curved in neat little 
parabolas, and the driver views the 
illus>on of an instrument panel instead 
of the panel itself. 

The idea is not as daft as it sounds, 
because shifting your eyeball focus 
from the road to the fascia is one of 
the most tiring aspects of modern 
driving, especially at night when your 
mince pies are frazzled by some nitwit 
who refuses to dip his headlights. 
fYes, self-dipping lights have been 
developed') The VID system only 
costs 50 dollars, and not only looks 
good but is a definite aid to safer driv- * 
ing. 

Head-up displays 

Alternatively, and for an extra hundred-, 
dollars on the price of your new car,'". 
General Motors have got a real treat in \ 
Store. In 1992 it is planned to fit Head- 
Up Displays {HUD - remember your 
flight sims?) on mass production 
models, including the humble British 
Vauxhall. No setf-respecting yuppie 
will want to be without a HUD, which 
does exactly what the VfD will do, but 
in spectacular fashion. 

The idea comes from the cockpit of 
fighter-bombers, where pilots must 
keep their heads up while checking 
their instruments, or risk pulling the 
eyes out of their sockets with rapid 
focussing. The HUD projects the car's 
speed digitally on the windscreen, but 
the numbers appear to be just beyond 
where the bonnet badge would have 
been if only those bloody kids hadn't 
nicked it to wear round their rotten lit- 
tle necks Its image can be adjusted 
vertically, to suit dwarfs and giants, 
and MUD also projects warnings for 
low fuel, unhappy engines and uncan- 
celled direction indicators. Unlike the 
Virtual Image Display, HUD is 
definitely a gimmick, which does not 
replace conventional displays, but is 
in addition to them, and the driver has 
the option to switch it off. 

'lllo, 'ello, 'ello 

Certain manufacturers like BMW and 
Volvo fit burglar alarms as standard 
kit to several of their models, and 
chunky profits are made by com- 
panies who flog alarms, steering 
wheels locks, hand-break clamps, 
ignition disablers and all the other 
nexl-to useless devices which pro- 
fessional car thieves scoff at. But for 
50 dollars on the price of the car, the 
E-KEY system really does work. 

Activated in much the same way as 
video remote controls and today's 
electronic keys - which lock and 
unlock your vehicle with a wave and a 
flick of a weeny plastic box - E-Key 
talks to the car's computer and tells it 
that you are fnend and not foe. Nol 
only does it lock/unlock all the doors, 
boot and bonnet, it will also adjust the 
mirrors, seats and steering column, 
from its memory, to suit individually 
preprogrammed drivers. 

To beat the thief, E-Key continually 



"These wicked 
motors happily 
allow them- 
selves to be 
stolen and dri- 



ven away 



sends out electronic sensors, and if it 
doesn't detect any electrical happen- 
ings inside the car for tonger than 30 
seconds, it goes into secure mode, 
The fuel supply is isolated, the starter 
gets cut off. and any tamperings with* 
out the correct electronic key will 
result in a deafening scream from the 
system. 

For the really vindictive members of 
the Law and Order brigade, there are 
vehicles which don't deter theft, they 
positively welcome it! These wicked 
motors happily allow themselves to be 



Route sexty-sex 

By now most TGM readers will have 
heard about sexy on-board naviga- 
tion systems, using CD-ROM and a 
dashboard map display Large ver- 
sions of this system are already 
operating in many UK service sta- 
tions, where a driver can dial up a 
print— out of any desired route in the 
UK, complete with the latest informa- 
tion on the weather, road conditions, 
accident black spots and road works. 

CC^ROM -generated route finders 
will soon be a luxury option tor anyone 
who has difficulty reading a map and 
a wad of cash to spare. But a cheapo 
version is being developed that uses 



Suddenly, car theft has a 
whote new meaning . . . 




stolen and driven away, but after half 
a mile they develop a will of their own. 
First they wind their windows up and 
lock all the doors, Next they cut off the 
fuel and ignition. Finally, when the 
thieves are nicely bottled up and 
stranded, the horn begins to blare and 
the headl ights f lash i n j oy a n d del ighl . 



Calling all cars 

In TGW 006 i previewed the RDS 
(Radio Data System) which is coming 
on stream this year. Its application will 
be vital for the next generation of com- 
puterised motorists. Traffic 
announcements will automatically 
override the driver's selected station 
thanks to the RDS system, as well as 
an option for continual reports on local 
traffic information By 1993, an extra 
CB5 will not only buy the driver these 
RDS goodies, but also include a 
voice-activated control system for 
radio and car phone. Up to 40 pre- 
programmed telephone numbers or 
radio stations can be recognised by 
the voice analyser, and instead Df the 
harassed driver fiddling around with 
push-button dials and knobs while 
going the wrong way round a motor- 
way junction and adjusting the 
graphic equaliser, simple verbal 
instructions like 'phone home' and 
tune Radio Four' will achieve the 
desired result. A synthetic voice chip 
is included In the package, featuring 
responses such as please repeat 
instruction', 'dialling number' and 
'searching'. 



floppy disks, Both systems display 
gridded road maps on a miniature flat 
screen mounted on the fascia, and the 
CD model has a superb voice option 
which tells the driver exactly when and 
where to change direction, and make 
turns. 



1$ there anybody out 
there? 

Maybe the most ironic aspect of com- 
puterised cars is the fact that as they 
become common, the 1990s will see 
the beginning of the end of rush hours 
and daily tnps to the office, shops and 
school. Home computer terminals 
and portables are already allowing 
people like me to work anywhere, any 
time. And electronic shopping, bank- 
ing, conferencing - and the like - will 
free whole sections ol the workforce 
from the chore of unnecessary travel, 
from weekly shopping to daily com- 
muting. 

The long lost concept of ' driving lor 
pleasure' will certainly reappear, but 
although computerised driving will be 
safe, it will also become sterile and 
bonng. Even the humble MorUego ol 
198B has two on-board computers 
monitoring performance six hundred 
times a second. The day will surely 
come when we hark back with affec- 
tion and nostalgia to the lime when we 
could run out of petrol, get lost and 
run over a hedgehog without some 
omnipotent robot slapping our wrists 
and driving us to the nearest Social 
Re— education centre. Beep! Beep' 
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+ Youi chance to win a fabulous 
Kawasaki KDX200 in our 
'Mad Scramble' Competition 

See the bike at the PCW Show. 

For details of the competition see the inlay card. 
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CLASSIFIEDS 

Your small ads are reaching over 200,000 other readers in Britain and around the world! 



WANTED 



Wanted CBS ColecownMon console with 
large collection at games, or games on*y Also 
Roller and Super Control wanted, buy lor 
cash or swop Saga wrth 1 S cartridges tor good 
Coiecffrtson set. Bromsgrcve OSS?" 3^530. 



FOR SALE 



A ten 530 STFM comolete systBm lor sa-o 
Including onnter, lop duality software, and 
programming books, magazines etc. Every- 
I rung under 6 months old and worth well over 
£600 Wit) sell 1or £400. Phone 0454 312135 
evenings 

Sega System, good condition, seven games 
including Out Run. Wonder Boy , and Alex Kid. 
Cos1 new over E200. sell for £ 120 Write lo 36 
Barrac* I ar*?, Dovercourt Esse*. Phone Bar 
Mich 5G3899 

Sega Master System plus 9 games inc 
Rocky, Space Hamer. All onty 3 months old. 
hardly used All still boned. CI 30 Sf London 
654 6673 

1,235 W« supply software for £1.23 We 
pnry stock good software our customers wril 
nke< Check out our new printout service and 
- : -q -r Trn%mon*yaprtaa rHEQUUDCf 
T m If Vf S "-ast month' s wan GOLDRUNWEH ■ 
you mrssed it? Shame 1 Because ol our suc- 
cess w« have removed the charge from our 
catalogue Send onty »n SAE 10 HLfMBER- 
SIDE PurauC fXJMAJN LIBRARY, 2, OLD 
MILL CLOSE, MARKET WEIGH TON. YORK 
Y02 30U Yau'TI never buy from any oiher 
again 1 

Saga boned at rt#w Cl 20. Light Phaser. 2 con- 
trollers, games such as Clay Pigeon Shooting. 
FBI Training. Safari Hunt, Rocky, Chopliffer, 
Afterburner, Hang On |Good 'Eh!>. Phone- 
James after 6pm on (047*1 67? 1 49 

Going abroad mu»i sail COM 128. 1 90 1 colour 
monitor. 1570 disk drive, Star NL10 printer, 
dalacassene, foysttcks. blank d*SCS. CtOOsot 
.ET&Oono Tel 06&45 63269 after 5pm 



Alan 520 STM plus i Meg drive plus soft- 
ware , rWy £220, AIM CBM 64 plus 2 datasal- 
tes. plus original software £t05 Pt-irjne 950 

5210 and a^k for Julian. 



C64 boned, caesetta, joystick, loadsa oames 
inc Skate or Oe. S£UCK. Bte. IK+ . 10. Com- 
bat School, Platoon and lots mora Worth 
£580. sell lor £230 ono fl Kemp. 4B Currents 
Lane, Harwich, Essen Tel 240 37 1 



C*4 cans genres frjf sale, 5 tor £5 Sonet SAE 
tor 1 1H ails to Mike, fj t , Riverview Close, Hallow 
Road, Worcester WR2 6DB. 



Printer lor sale - CBM MPS 1200, only 3 
mourns old: still in anginal box . NLQ and draft 
modes, «jmesw«th 3 antra ribbon*. £l20ono 
Phono Maidenhead 34362 

Com modern CM tor sale, with Excelleratar 
disk dnve, dalasefte. Backup uwiTidoe- ;ii«.;s 
special Parameter disks Sampler, Com Drum, 
Advanced Music System and loads of dittos 
and tap** worth £760. Ad boxad as new £350. 
Chns 5426242. 

Saga System, exceflenl condition, 6 games 
mcludmg Out Run, Rocky, My Hero. Global 
Defence. Choplrfler etc All this just for £75. 
tfH 01 276 4691 

Atari ST software for sale Pawn. Degas Elite. 
Xenon. Ballyhoo (Irrrocom), Enduro Racer .£12 
each or only £55 the kott! First come first 
served. Send SAE and PO/Cheque to. - M. 
Pease. 103 Nursery Close. HeJIesdon. Mor- 
wich NR6 SSL. 

Atari 520 STFM (only 4 months old) . over f 1 SO 
Of software including Gauntlet II, Virus etc , 
still under guarantee. £275. Genuine reason 
for sale. Ring Alan on (0373) 82621 0 after 7pm, 

*5K Spectrum, over 50 games, excolkgnl 
joystick, tape recorder, hard keyboard, tnler- 
race in good condition with all leads Worth 
over £500 Yours tor onty £100! Phone (0705J 
628 676. 

Saga System with 12 games.. Outrun, Space 
Hamer. Rocky, Global Defense, also Light 
Phaser with software. Worth £400. sell lor 
£220 ono or swap lor STFM. Phone 01 403 
1 866 after s« , weekdays only 

Sega System, very good condition. 1 Q games 
and Light Phaser Worth £250 sail for E 190 
Phone 789 0040 and ask frjr Andrew 

Amstrad CPC 61 20, includes joystick, colour 
monitor, disk drive, Murtilace 2 , tape leads and 
loads of software. Worth £800. Will sell tor 
£300 Phone Colin (055586) 440. 

Ai an a0OXL. iwfl 1 050 drives , one with Happy 
chip, also data recorder and 1077 printer 
Ir-wfii reo ml over i00 disks and some tape 
software. AH boned with manuals C300 c<ic>. 
Cell J*/ on D08S 642737. 



Bargain! : Mi* deck, d>sk dnve, prinier, 
30 disks. 10 blanks, others with 60 games, 
?rjO games (all onojnai). lockabie disk bon, 
pnnler paper, 2 joysticks, 50 mags, books, 
loedsa utilities Offers (0273) 50354 7 Ned. 



Sega System, plus Lighl Phaser and 15 car- 
tridges lor sals. Slifi boned and 4 months old. 
Worth ioads, but will sell for £ 130. Tel: 03£fl 
745 1 60 and ask 1or Anthony 

Sega Maater System, tSpeedking Joystick) 
•rid 9 games 1 1 5 Mega, cost £1 80} mctudmg 
Outrun, Afterburner Space Hamer, Fantasy 
Zona II, Zsoton 3-0 C205 wrne Peter Thorp. 
47 Miters Meadow, Macdesfteld. SK10 SUE. 

CBM 64 plus Dragon 32, a< laads, rxmed, 
B/W TV, 2 dataaettes, £235 ongmal tapes, 
blank iape$, l |oysticks (1 damaged), mags, 
freeze frame. Worm £660 sell«ng £400 or swap 
for ST and £50. Ring Mark on 0656 7341 50- 

BBC B computer and tape deck plus joystick . 
Over £100 of software SeH for £200 ono 
Phono Natake el 01 500 4773 Address 7 
Brook Way. CNgwell. Essex IG7 AAA 

Snga Muster System with Light Phaser and 
nine games. Boxed with instructions and 
leads. Cl 90 (under guarantee! . ZX Printer with 
5 paper rolls £15 Or both £195, Both grwyi 
condition. Phone Andrew Tnggs cm 0689 
42289 

Saga System boned as new . includes Outrun, 
Wonderboy, Secret Command, World Soccer, 
Greet Golf, Astro Warrior, Teddy Boy, Trans- 
port, My Hero , Hang -on. £ 1 60 ono. Phone 06 1 
624 9236. 

Sega System, 3D glasses, L*gM Phaser, 2 
lOysticks.. loads of games Iworth £540|. Win 
sell for £400 All boned May spat Phons Mark 
on [0658631 393. Everything rs worth £750 
Bargain si £400 

A fantastic new »i of games for only C2 99- 
You can own Quiz Man I .O. and Maze on one 
lernlk. ijriswjttH complata with instructions 
Spectrum version onty. Send lo ULTRABYTE 
SOFTWARE, It Baxter Crescent. Oanny, 
Scotland 



BBC Mp¥t*r 128, dual Opus drive, £250 01 
tartest software inc. Sentinel, Stakers Run, 
Rrjprrx* 3. also AM* Super Art. joystick, over 
30 disks with 4 bones. Excellent condition 
Bargain £550 Tel Aahton (09421 726969. 

Atari 1040 STF . with £400 worth of software 
All lor £400- Phone 01 452 5382 . Ask for Flat 1 
'laftrjr 6pmf. 



Nintendo Console with lighlgun, seven car- 
tndges including Megan's Alley, Wrecking 
Crew. £200 ono or swap tor any other games 
machine. Send SAE to Mike. 155 Orrefts 
Meadow Road, WoodChufch Estate, B*r- 
kenhead. Wirral. Merseyskte L496BL. 



Sega Master System. *Tinwiuiaie. 14 games 
including Afterburner, Space Harrier, Outrun, 
wortd Soccer, two Joypeos, Light Phew- 3-0 
glasses with Zannon 3-D Worth £380, bargain 
al C200 Tel (053*, 7ito?i and ask lor Lee. 
Phone Now 1 

Amatred CPC 464, colour monitor, disk dnve 
plus interface, &4K rrtamory enpans«on, silicon 
disk, lighl pen, joystick, magazines, loads Ot 
software, prog manuals. Worth over £900 - 
sedl lor £350 ono Coniact Karl on 0824 
273503. 

Sega System, onus cartridges, Outrun, After 
Burner. Rocay. World Soccer, Quartet, Super 
Term is, The rJinja. Ctropkfter, World Grand 
Prm. Action Fighter. H»ng On, three joysticks, 
boxad as new £200 ono Ring Adam. Morth- 
empton 0004 52744 erter 6pm 

4SK spectrum. o«er £200 worth of aemes mc 
Targel Flenegade, Outrun. Fh»ig Shark, Pla- 
toon, joystick and new interface with ail leads 
Supplied wnn CRASH mags for £125 ono Caa 
f*cfc on (0734) 723930 after 5pm, 

Modem Linnet VZ1/V23 Hayes rjornpatrbks 
microprocessor-controlled, autodial 
autoaniwar, ■utotecnei. Baht approved 
complete with cable for Amiga A500 As new 
condllion £150 00. Sei lor C90 00 Ring Kim 
on Cwmbran i06333) 63637 

Go on punk, make my dayf Buy Try Toshiba 
MSX HX- 10 64 K computer, cassette recorder , 
manuals end aarnm Boxed s* new* £80 ono 
fling Gary on {0362) 850045 (It's cheaper than 
a funeral), 

Aian 520 stfm i ir<der ouaraAtee. £150+ 
of games inc. Star Wars, Barbarian (Psyg- 
nos*), Star Trek, manual* inc 68TJO0 Machine 
Language, QSH joystick. All for £350 ono Ring 
lan on Newark 73371 

Pokes, cheats and hints lor your Commo- 
dore 64 Booklet cantanrn over 1 00 pokes for 
only £2,00 Send cheques or postal orders for 
£2.00 lo Howard Lock, 26 Cncketera Road, 

Ar ttwy, rtiKJ'r H rt|rjil ! if. i I c , BBF 

Atan STFM, stM boned wUh mouse, manuals 
etc and lots of software. Star Wars Rampage. 
Predator, Degas. Eata, Borne Commando. 
Shap F gM, Star Ouake etc Sell far £280 
Phona 0733 51 733 and ask lor Shehid 

Spectrum + 2 lor sale, Cheetah joystick, over 
£200 of games, excellent condrhon Total coat 

£350, sell lor £150 ono Te<: Blangennech 
620536 

Sega System, sm gamea inci Altar Burner. 
Space Hamer etc. All boned, hardly used 
El 1 0 ono Phone (02681 7g3S04 between 6pm 
and 7pm. ask for Met! 
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Spectrum 12BK +-2, includes |oysiic* and 
interface plus 25 erf lh* besl same?. 
Eiceient cfjndMion. only several months old 
Wal al £100 ono Phone fQ227f 262? ?6. 

Bugs arid other electronic: gadgets, qual'ty at 
low prices For our trfle catalogue phone or 
write 10 Mercury Etectronics. 258 Kew Road, 
Richmond, Suney T(rl 01 940 2644 

Sega System plus *&K Spectrum W ith 19 
vH-,,t :j;imr", and B nf!** &M0n Mftlf 
Together worth over £500, wril s*l f 0f £?50 
onrj Phone T] ??SB3 and ask (or UrUcar. 

CBM 64, two C2N'S, mouse, Muse Maker 
attach' joystick, over El 000 wodh of soft- 
ware. W0 O* hl*r*1ure Worth well over C 1 400, 
sell lor offers above £300 Tb* 0224 667349 
after 6pm 

Sinclair Spectrum 12BK + 2. software. 
£90 magazines, joystick. Sweet Talker. 
Kampston interface, ail worth £640. Wilt sett 
lor £199 or will sell separately Phone 061 449 
&471 

4« Spectrum with joystick, I wo .menaces. 
Ferguson tape recorder, all leads required, 
two q*n plug, manuals plus books., cassette 
00*95. £650 at games alt ongma-s So l-jr 
£130 ono Phone 0200 22249 ask tor Ian 

CBM MC, 1541C. C2N. 1 802 colour monrtor, 
Over £200 original software on disk inc. Pia- 
!oon. Morpheus, SEUCK. GutfShip. 8uQQy 
Boy, Calrlomia Games etc. 40 Plan* disks 
Orvty 8 months old. £575. Phone Grant fCr93?3l 
40022 

4SK Spectrum 4 , RAM Turbo interlace. 
Euromai Prpfnal jOyHic* pk& over £410 
worth top sod ware Bargain at £106 ono 
Excellent condition VWrtt to Jamas L. 
Campbell, 62 Sherbrooke Avenue, Glasgow, 
G4t 4SB for this unmissable Chance. Thank 
you. 

CM, 2 ttatasetles Euromax joystick. Expert 
cartridge. Music Maker, £600 worth original 
games, magazines. Worth aver £800, sell for 
f340 Phont: Slourpndge rjQ36* r 3?&371J. 

Amstred CPC 61 38 with colour monitor, laps 
deck, |oystick and software inc. Pawn. Merce^ 
nary and EM*. Very Good Condition ah lot 
On Phqne: Si. Annes 72&80T and ask far 
Neil 

Amstred CPC 464 colour monitor, £100 + 
games including Dartr.s»de. Paperboy, ATF 
sic , light pen word-processor, loads* 
magazines, books and computer manuals for 
sale Perfect conartiorv wdi sail for £250 Tet: 
10273} 8807 54 after 7pm H mteresled 



SWAPLINE 



Amiga having |usi jpdated 10 I'd like to hear 
Irom anyone mteresled m strategy and war- 
gaming Need advice on good games and 
availably. like to swap. Wnle to Martyn. 39 
TyMawr Road, flumney, Cardrtf CF3 BBS 

Swap or sell Spectrum 128K. many game*, 
interface I, Mscrodriva, tape recorder, |oys- 
tick. 2 prmiers for CPC 564. CPC 61 26 or CPC 
464 and DOn disk drive, or £325. Ring 10359] 
30426 and ask for Thorn**, 



PEN PALS 



Amiga owner wants to contact other Amiga 
freaks from all around the world. I pr onus* to 
answer all letters Wn1e to me Paul Owen , 7fl 
Powt* Street. Glenneio, Auckland) 10, N*w 

Zealand. 

Amiga contacts wanted around the world - 
write to Andrew. 56 elm House. Prescot, Mer- 
seysideL343LZ r QT phone (051)42691 51 eve 
t00% reply - honest 1 Also - massive C-B4 
system for sale worm over £1000 - otters 

Am*ga contacts wanted Irom anywhere, all 
letters answertiT sand lists to Mike, Gi Hiver- 
v«w Close. Mallow Ftoad, Worcester WFt? 
60B 

Amiga contacts wanted urgently lo swop 
programs, hints etc Anyone anywhere wnte 
10 me, guaranteed repry - Jon, 3 Gardens 
Road, Beb«ngion W«tbI. Merseyside L63 

7Q2 

ST end Amiga freaked we want contacts ail 
over the wc*id. For ST wttIb lo: Black Flame. 
UapY 5, 3340 Ajmot, Norway. For Amiga wnte 
lo- Rine Thcrud, BakkaLokka. 3340 Aarnol. 
Norway. 

Atari ST and Amiga contact* wanted from 
anywhere in the world, prompt reply guaran- 
teed Write to Jake, 1 4 St. Josephs Tee, Mell 
r>ogneda. Co Louth. Eire or phone 041 
35719 



Dutch Amjga fans are looking tor irHemet- 
K.iii,i nomacts. Everyone welcome, ovarseas 
prefered. Answer 100% Listing or dis* to 
ClVOpftJClorscrtt, PO Box 551, 2140 AIM 
Hoofddap, Holland arm Arthur Aisjj lr>nkir^ 
tor Eastern European conlactsl'i 

Amiga Penpels wanted from afl over the 
world. Write lo Chris Gin, 154 Panama Road, 
Otahuhu, Auckymrt. New Zealand Musi write 
regglany All letters reptied lo Firs! *i. First 
served 

Amiga Pen Pal* wanted from afl over the 
wfirld Wnle to Martyn Janes, 12 Brynawe* 
Tee, Cwmlryn(Fjll . SwaMwin S Walea SA9 2VT, 

UK. 

Horweglan Alan ST uner wan 1s pen pats from 
all over the world I will nnswtrr nil itiHws, Wrne 
to Boys Bjorklunri, Petlersberga 9, 3340 
Aamot . Nonway 

Atari ST user wishes 10 Swap hirsts, tips etc. 
wilh other users wortd wide Tel 0622 61917 
or wnte to Ian Beevte. 13 Leicester Road, 
Shepway, Maidstone. Kent MElS 7 OA. Now 1 

Amiga owner wants 10 contact other Amiga, 
freaks from all around the world 1 promise 10 
answer all letters Write to me: Paul Owen, 76 
Pawne Street. Gien'ietd Auckland 10. Nsw 

Zealand, 

Amiga User wants Amiga pen pals and con- 
tacts from all aver the world. Guaranteed 
rgply Write fn DsvXl Caniri, 1*0 Box 12-61 4, 
Penrose S, Auckland, New Zealand. 

Amiga £ CM owner wants penpals 
worldwide to OrChange hints etc. All letleis 
guarantied ■epiy Write lo: Andrew Cheung, 
1 2 New Street. DoriMhatfw. Co Down , H. Ire- 
land BT21 DAG, or phone 0247 882124 after 
4pm 

Amiga User would like Penpals Irom all over 
the world. Also have C64 I will guararM w j. 
ropiy if interested write to Jeft Cook, 4£ 
Wastbury St, Laialerdyke. Bradford BD4 &PB 
wvortta 

CBM 64 owner witi i;nx« and disk wants a 
pen pa) lorm anywhere in the wortd or England 
preferably male j- i Wnle to Tony 

Ouansah. 1 BaOey Bo*d 4 WakefMd, West 
Vortcshire WF2 0AA. England 

Wanna gel more hot Amiga stuff? Just write 
to the fastest Amiga mam m Fintand. Anw 
Hacklm, Vesaisenkafg 1 0 . 96400 Tormo, Fin- 
land or calf 356 696 42116. PS: No ugly tam- 
ers" 1 

Atari 3T pen pats wanted worldwide. AJ let- 
ters get replies Wnte to Steven Baugh, 53 
Green Lane, Lea r ners, WataaM , West Moiindi 
WS3 2BN 

Amiga contact* wanted to swap tips, games 
etc. Phone Can on f#492> 82737 or wntu to 
Carl. 15 The Meadows. Llandudno Junction. 
Gwynedd LUSl 9LP All letlMS ar-iwored rt 
SAE enclosed Don't stand there, DO IT 1 

Norwegian Atari ST user wants pen pals 1rom 
aft over the world I will answer all letters Write 
to Boye BfOerXiund PeUersberga 9, 3340 
Aamot, Norway. 

Wanted Amiga contacts to swan games and 
Hps anything at bM write or telephone Steve. 6 
Talks Road, Chesterton, Newcastle Staffs 

ST5 7NH i07S2> 562052 



USER GROUPS 



MSOC - NEED a MSX Ckib? Than why not |0m 
one or the UK's biggest MS* Clubs. Overseas 
">embers welcome For information sen SA£ 
to MSX CENTRAL, 14 The Wardens Ave, 
AllesJey . Coventry CV5 9GJ. England 

WE NEED MEMBERS who Ha* >n the Ease* 

area 1o join Computer C>ub. All computers 
included. To find out more, piease send an 
SAE to. P. Downey, Fairbanks, School Lane, 
Great Leigh*. ChelrnslohJ, Essex CM 3 lNL 

ATARI ST - USE Ft GROUP with iho OeSl 
games and tips around. 'You name it, we've 
got rt r . - Phone or wrHeAn*1- 41 Bennett Rd, 
ChadweU Heath, Romford. Essex. Tel 599 
6521 Ask lor Shane tetter 6pm). 



Amicable Amiga Club jld Sike to hear from 
all Amiga users lo start User Group. Wnte lo 
Onn U*c. 125 Arnold Poad, Bestwood Estale, 
MollaNGBSHfl AH letters answered 

Free membership to an amazing Spectrum 
Club, Don't miss your chance to join. Send 
SAE lo S.C.rGM). D Hadtieid, ft Hrai - •. i. 
Ctoaa v GorJey. Hyde. Cheshire SK1 4 2 CO 

Software to saJVwerited? Try our saies/libr- 
■3ry scheme Pius loads more tuntastlc attrsC' 
lions. SAC brings free 26 page news-tetter. 
Chtc Computer CluP, 26 Cnss Grave. Gerrarda 
Cross, Bucks. SL9 9 HQ You won '! be d*sap- 
potntedl' 



FANZINES 



RAM, the fancine for the young gamer. 
Reviews, news, com-ops etc. 25p, 13 pages 
RAM. 23 Kingsbury Ave, Si Albans. Herts AL3 
ATA. 



ADVENTURE!?!! "SOOTHSAYER' is a 48 

page monthly mag, packed wilh solulione, 
maps, news, helplines and much mora 1 ! Send 
£1.25 for sample copy lo J R Barnsiey. 32 
Memvala Rd, Rising EVroc-k. Stafford ST 17 
9EB 

I C EWORLD the new Dr Who fanzine is out. 
issues 1.2,3.4 a va -table now Interviews, 
rev»ews, competilions. merchandise, news, 
books Blc IssueS out Jury 2nd. £1.20 mc P.**. 
Mark Shod. 3 Daneway Gardens Leistnn. Suf - 
lolk IP16 4XA 



ISSUE 1 OF ULTRABYTE FANZINE OUT 
now; Reviews, chans, previews, cornpo* 
and a letter page plus more on cassette. Send 
SAE and also sand 90p plus 30p PSP to 
ULTRABYTE FANZINE. 24 Souillac Dnve, 
Denny. Scotland 



SPECTRE - New lanjine Irjr SpeCCy reviews. 
PBM 's, videos, tips and mora To buy Ihis cru- 
cial fanzine (A4 siie) send 35p and SAE io 
Jonathan Bell, 26 Chaffers Mead, Asntead. 
Surrey KT21 1NG Tel- Aahtead 72B19 



msx gazette *1 icust 25 page* each month 
£1 trial *ssue, £12 yearly membership. 
Cheques, posts! orders- Robert Wilson 47 
Reedswood Road, St Leonerds-an-Sea, East 
SuSS«» TN36 6DW Tel IQ 424| 7 141 tfj alter 
4pm. Paymant to MSX GAZETTE. 



Atari ST support for magazine rtaruna] wh«h 
concentraies on this amazmg machine. Also. 
oManng many services Incajdlng- cheap ongi 
rial softwara. tree gifts, news, reviews, etc 
interested'? Send stamp tr> Jonathan Leu. 1 1 
Bradshaw Close. Barnsiey S75 2JN Thanks' 

STROMA, the tanzme lor ATARI 3T games 
players Loads of cu'renl games r e viewed, 
Charts, combo's etc Send 50p and targe SA£ 
or aOp to STIGMA, 37 Gamsborough Road 
kpsvnch. Suffolk 1P4 2XG 



MISCELLANEOUS 



Goal Cra*y Ct>rnpu1«r-madnral«i »occer 

PBM Player ratings (performance m each 
game and overall), tnlernationals, Ireming 
oplicms. tactic: choices. European cups, 
monthly awards, translers ir.AjmjynoHHs. For 
detaas: SAE - George Crazier. Hazalmount 
Pant, Oswestry. Snropshire 5'f 1 0 9QO. 



Mu»ic dlsfca available 'or all Amiga music 
lens. Each disk contains 1 6 Scores of the r*gb- 
est possible quahly. Send £2.00 piu>, blank 
dis*1aAllisterat Hril House. Laptord, Cre- 
dtton, D»vonEX17 6Cl€ 



Profrravonel PBM Soccer League Fully 
computer-moderated features include 
League and Cup games, transfers and Inter- 
nationals. Start up pack C4. subsequent turns 
E1.30 per fort mutt Wnte lo Gmmadaia 
Games, 12 Aspen Way. Cnnglelord, Norwich 
WR4 «UA 

DREAOLOCK, a sci-h PBM role p4ay,ng 
game RekaMe. detailed lurnj A great PBM' 
£2 50 lor Start-up, 2 free turns to N.N Robin- 
son . T'se Tups, Red Lane Kenaworth. Warks. 
CV8 1PB SAE for further details 



35 WORDS FOR ONLY £2.50! 

I hi CiAMF 5 MACHINE Rtiader Classifieds are your low-coat opportunity lo reacn 
thousands ol alher readers with a small ad. whether you watt lo buy , sell , swap or adyta* 
Just fUl in the form below and enclose wilh your £2.50 payment, cheque or postal order 
hm:I,' ;:. iv H: NEWSflELD LTD ->ir.ioccipin?. ''.'I in*- km Ml ■""Tff**** 

ClASSimO ftFJUHHaS 

THE GAMES MACHINE Reader C-'flsMhHd Sea ton is not open to trade or comme rcia l 
advertisers, bul FaniMTes may use »1. Tttj headings are serff-etpranatory WANTED FOR 
SALE, SWAPLINE. USER GROUPS, PEN PAi_$, FANZINES and EVENTS DIARY (for clutV 
user ojoup news, meetings or planned events,, However, be careful atxiut TQM publishing 
dates wrth the last' 

■ The maximum is 35 words 

■ The service rs not Open to tradft/corrwnerciaf ad vertBers 

■ Small ads will be printed *i the first available issue 

■ The edrfor reserves the right Id refuse ada whu.f- n . r\.n comply with normal decent 
pracbee, or which could be interpreted as encouragKig software piracy. 



TGM READER CLASSIFIEDS 



Send 10 THE GAMES MACHINE READER CLASSIFIEDS. PO Bo* 10, Ludk™ 
Shropshire SYB 1DB 



Name tn( , Ttr - irr , r ,- r11 , 
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Postcode 



Tick Classified heading: 

OrVinlad □For Sale MSwapane [ pen Pals □User Groups L'F"™™ 
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Method of payment JjCnaque) □Postal Order 
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number rt you watt them printed. 
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READER PAGE 



"Like last year there will lie the usual 
selection of flashy stands with video 
screens to replace the products that 
weren't quite finished in time ..." 

So suggests NIGEL PALMER of Eaton in his 
slightly cynical view of the 1988 PC Show. His 
letter earns £40 of software from READERPAGE 



NONE OF YOUR 
BUSINESS 

Dear Games Machine 
As no one in the computer industry can 
have failed to notice, we are coming jp 
to this year's exhibition of hype and 
publicity at Earls Court, 

Like last year mere will be the usual 
selection of flashy stands with video 
screens to replace the products that 
weren't quite finished in time. Plus the 
usual innocent visitors who waste two 
quid on the most useless thing at the 
show - the show guide. A cynical view 
perhaps but possibly justified 

Let me give you an example of why 1 



THE& 

PERSONAL 
COMPUTER 

SHOW 



hold this wew. 

This year's business area is restricted. 
So i. along with anyone else under 1 8 can 
only visit the leisure part of the show. 
Fine, obviously IBM and their clan do not 
wanl hordes of excited kids getting in the 
way oi important business deals. Vet. the 
adm ission once is the same for everyone 
- no concessions lor under i£s who will 
see much less 

OK, so no one' s going to worry about a 
pound one way or the other, but isn't it 
typical oi the way the industry is cheating 
the people who make it such a success? 

T White's letter in TGM OM about the 




price of 1 6-bit software is another 
example. Are Ocean seriously going to tell 
me that they cou idn 't make a reasonable 
profit on the 16-bil versions of Arkanon) 
2, if they sold it at £14 95 instead of 

After all, the licence cost has already 
been paid in some part by the success of 
the B-bit version, and Breakout is hardly 
the toughest type of game to program. 
They managed to sell the original 
Arkaooid on the ST for E14 95 last year 
when the number of ST owners was 
much smaller. Surely a clear case of 
'gross profiteering' 




Mail Order firms are still as nsky as 
ever. After Cut Price Software failed to 
send me my software, no amount of 
phone calls or letters could get either my 
game, or my money back, indeed all of 
my letters were ignored What do I do 
now? Cut Price Software have my money , 
but won't even talk to me Is there 
anything I can do? 

After using many firms successfully, 
this incident shattered mylaith in buying 
through the post. But there a/e reputable 
firms . fl you don't want to pay full price in 
the shops, I can recommend Holmesoft 
lor speed, and Newsfield lor reliability 
and a willingness to help, 

TGM is generally very good but be 
careful not to get taken over by ihe 16- 
trt;i, I 'woe trial Newsfield Publications 
continue to keep such a high standard, 
particularly at a time when the standards 
of the industry as a whole seem to be 
dropping. 

Nigel Palmer, Eaton 

Dear me Pttge, we do swmflf to be a 
ffttte racked off don t we? ft may not 
after the fores of your point, but in tact 
the PC Show (or the P€W Show 
previously) Itas aiways restricted the 
Business Section to over-ISs, 

Licences can be paid for, generally, 
in two ways: a once-atf lumpsum, or- 
more commonly - on a per^ame-sokS 
basis. If Arfcanold is on me latter ba$is t 
it means Ocean pays over a slab each 
time one if us buys one. Ocean and the 
others mli continue to make as much 
\ as may can as long as as we keep 
buying them. TGM agrees that me 
majority ot 16- bit games are presently 
not worth the money - but they are 
getting better all the time, 

On me mail order question: you 
could try your heal Officer ot Fair 
Trading, but that can be tedious. 
Probabfy the best thing to do is what 
you have dona - write to TGM so others 
will be warned, and give your custom 
to these companies you know to be 
reliable. 

FROM ME WHO MOWS 

Dear Games Machine 
I have just had the misfortune to come 
cross the two articles on video written try 
Mel Croucher and published in your 
March and July issues. 

Mr Croucher's predilection (or the 
Video- 8 format was initially pujzIi ng but. 
let's face it. everybody should be allowed 
their prejudices. All was explained, 
finally, almost at the end of the last article 
when he pointed out Okay. I admit. 1 use 
Sony's Pro Video fi range for my A/V 
productions'. 

Having spent all that money its only 
natural he" would need to justify it 
somehow. 

If we ignore the ill-judged opinions 
however, and just look at the facts as 
stated, there are some very senous 
tactual errors which should be corrected 
1 r VKS uses a helical scanning system 
identical in principle to that used m 
Betamax, V2000 and Video S . It does not 
use 'crummy vertical scanning' 
2. VHS-C camcorders are described as 



'hernia -inducing plastic boxes' If Mr 
Croucher is liable to hernias horn lifting 
units weighing between 760 grams and 
2.1 Kg, how can he possible manage his 
favourite camcorder weighing 3Kg 7 

3. 'VHS-HO machines have a tuner tor 
eliminating those irritating electronic Ski 
tracks that infest standard VMS. ' Whal on 
earth does this mean 7 

4. The reason Mr Croucher couldn't find 
anybody prepared to hire Super- VHS m 
March was because the system was only 
announced in May and is not due for 
release until the end of the year 

5. One of the reasons Betama* hnr, 
always run a sluggish second to VHS is 
because it was developed from the - by 
domestic standards - sluggish, 
cumbersome and complete loading 
system of the U* Malic professional 
system 

6. Five types of video player are listed, 
tine of which is VCfl which always 
represents Video Cassette Recorder 

7. Legally, copyright problems wilt always 
rear their ugly little heads if you 'rip off 
other people's images and adapt them for 
your own use and abuse' Showing them 

10 your friends or family constitutes a 
public showing and is therefore, a 
copynghl infringement 

8. It is impossrble to superimpose two 
sets of computer-generated images 
without expensive genlockmg 
equipment. 

ft. The Image Sensor updates its 
information 50 times a second in 
European cameras. 60 times a second 
only applies to the American/Japanese 
system Video 8 cameras only update 25 
times a second giving some very nasty 
movement effects at times 
1 0, Why on earth would a viewfwder need 
a television tuner. Obviously Mr Croucher 
prefers to watch Neighbours on a 1/2 inch 
mono TV receiver'' 

11 r The capstan moves the tape at the 
correct speed - not the Head Drum. 

12, The Ferguson FCOfi. JVC GA-C9 and 
Nordmende CV-i 1 00 have identical 
electronics to the JVC Gfl-CII. 
Tetefunken VM-2B95 and Philips VKR- 
6836 although the latter group have a 
different optical syslem If the picture 
quality was so different I am aui v < ; 
didn't contact at least one of the 
manufacturers to discuss how this could 
be The weight of this latter group is also 
incorrectly stated as 1 ?Kg where it 
should be 960 grams 

13. Video fl's PCM audio system can 
hardly be described as state-of-the-art 
After all N is only an 8 -bit system. AH other 
PCM systems are at least 1 4 - bit. most are 
1 6-bit. In fact audio seems to he quite an 
obsession, but I very much doubt if any 
difference can be heard between 
Standard VHS and the so-called high 
quality Video 8 systems when reproduced 
on the 2 inch x 3Vi> inch eliptical speakers 
fitted to most TV sets, m terms ot 
bandwidth VHS Hi-Fi is in fact better than 
the restricted Video 8 systems Video s 
of course, carries the buzzword digital 

After all the doubtlul 1acts we 'each a 
conclusion with which it is difficult to 
disagree but difficult to justify by the 
preceding article Viz ' mosl 
camcorders give very similar results ... 
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comf ort and ease erf use become a m a jor 
factor' . 

I can only add one further word of 
advice Ignore everything else you have 
read in these two articles, visit your local 
video dealer, try the cameras tor yourself, 
• nd ude m your tests cameras pictu red in 
the article but studiously ignored in the 
words - like the Panasonic NV-MCIOand 
the JVC GR-45 - and make up your own 
mind 

MJ Whyman, Product Manager - 
Portable Video, JVC (UK) Limited 

Thanks for putting us straight Mr 
Whyman ■ ■ ■ over to you. Met ... er 
next month maybe? 



CUTZY-POO GIVES BLOOD 







PSYCHO PfGS MB: A BOAR? 

Dear Games Machine 
I've had enough 1 I he lertnrs page has 
become dull and boring* It's full of 
intelligent and moral comment on die 
state of computing today and boring 
dnvel about how TGM should be 
improved (IMPOSSIBLE!). 

Where has all the controversy gone? 
Where are all the letters about pictures of 
naked women degrading humanity? 
Where are all the 'my computer is better 
than yours' letters 7 (Some great ones: 
Amstrad v Nintendo. Cray II v 
Archimedes, Spectrum v paperweight!]. 
Where 's ai I the ' satirical comment on the 
materialist extravagance of modem 
British teenagers^ {Thank you Mr Tapper 
(TGM 009) 

Are TGM the culpnls by giving forty 
quid to the writer of the most intelligent 
and well thought out letter? The buck 
stops here! This one's more controversial 



than Colonel Gadam 

The Amiga is better than anything 
since the Abacus, ail Nintendo and MSX 
owners should be deported to Japan 
where they can have all (he software they 
amid possible want 

Stop complaining about TGM, il you 
don't like it -DON'T BUV IT! 

Why shouldn't pictures of naked 
women be printed m computer 
magazines? (As for page 2- 3 of TG M 009 . 
I know which one I'd rather play with \. 

Who cares it new lilm ideas were 
' stolen" from old film ideas 7 (Only Mel 
would remember anyway 0 Let's have 
some decent support for the Dragon, 
Enterprise and C1 6! 

II that Nttle lot doeso "t get ' em wrrti ng, 
nothing will. 

Disclaimer: The above was written 
under the influence of an obscure 
hallucinatory drug. Hardly any of the 
views expressed are those of the writer, 



and the idea ol playing with a woman as 
if she were a game is low and degrading 
- Ihe executive who thought it up should 
be humanely put down for the good of 
society 

Robert Crowther, Kitaworth. Leics 

A brilliant idea Robert, ff att the MSX 
and Nintendo owners inttwlM went to 
Japan tu play with women, there 
would he more left for vs* 

A MEAGRE CONVERStON 

Dear Games Machine 
Every Amiga owner in the UK m us! be ted 
up with software companies such as US 
Gold, Ocean etc as they make noattempl 
to improve the Ami pa version of a game. 
If someone bought an Amiga rather than 
an ST because of its superior capabilities, 
they should at last be able to play a game 
knowing thai they have the best version 



available. 

These companies write the ST version 
and then transfer it straight onto the 
Amiga. They then have the cheek to 
charge us Amiga owners an extra five 
pounds' Electronic Arts, on the other 
hand, are doing things right with games 
like Ferran Formula On$af\C Interceptor 
KMundell, Lame 

Capability', 'full potential 'etc, are ait 
buzzwords - and like ait buzzwords, 
sometimes relevant sometimes not. 
Whether software houses realise the 

full potential ' of a machine is surety 
secondary to the quality ot play. Atron 
5OO0, reviewed in this issue, baretv 
uses the Amiga's power at att, yet out 
reviewers, the tea lady, window 
cleaner and postman have aft been 
light-cycling around the screen tor 
weeks. Perhaps we're all becoming 
too finicky, it you enjoy a game then 
that's all there should he to it. Dream 
on. . 



HAVE MO FEAR 

Dear Games Machine 
Is Mercy Dash drawn by the same artist 
who used to draw Feflctty Freebody' 5 It's 
iusl that the artwork (especially the 
stockings and suspenders issue} is very- 
similar . 

Secondly , why don't you do a readers' 
art page like you do in CRASH and ZZAP 
64? I've enclosed a disk ol my doodles m 
case you're thinking ol the idea already. 
They're compacted. 

Lastly. I haven't seen FEAR anywhere 
near me. Are you Sure you can actually 
buy it from the newsagents' 3 
Noel Wallace, Wandsworth. 

Hoi Robin Evans has never drawn 
anything before m his lite- and that s 
straight from the horse's mouth* 

ZZAP usually took its art from 
Compvnet, and doesn't regularty 
feature art anymore. TGM will be 
publishing the besl of the Computer 
Art Exhibition after the PC Show, and 
encouraging more ongtnai material 
tiiereafter. 

Yes, FBAp. is available throughout 
the country, but we're advised to twH 
you to ask your newsagent to order 
your copy. Issue 2 is out no * 

Thanks for the ptcctes, we 
especially like Savik. 



So what's going down, Or up or 
anywhere? Got anything to say? 
Anything tc complain about (or praise, 
let's not be negative)? Write to 
READER? AGE. TGM. PO Box W, 
Ludlow, Shropshire SYS I Off - we're 
here to listen. 
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SEE YOU AT THE PC-SHOW 

DEALERS PLEASE CONTACT THE EXCLUSIVE SALESRE PRESENT1TI VE 
THE SALESCUKVt L W, 50 Lontxrd Rd. London 5W1 1, U. 01 -585 33 09 
UKL WOOUCTS. MiKMPEX Ltd. Bex. 44 J FL-WO Vadui, W. 010*1 7S78368 



CENTRONICS LTD 



AMIGA SOFTWARE: ATARI ST SOFTWARE: 

ALIEN SYNE) ROM F 
BIONIC COMMANDOS £ 1 3.95 
BOMB JACK £13.95 
BUGGY BOY Cll 95 

CAPTAIN BLOOD £16,95 
CARRIER COMMAND £16 95 
DEFENDER OF CROWN £13.95 
DUNGEON MASTER E15.95 
FOOTBALL MANAGER II £13.95 
GAUNTLET tl3\95 
GREAT G1ANA SISTERS £13,95 
OUTRUN L 12.50 

SPACE HARRIER LI 4.45 

SUBBATTLE SIMULATOR £16.95 



L13.95 
£1695 
L39.95 
£13.95 
£16.95 
£16,95 
E 16.95 
£18.95 



AARGH 
ARMY MOVES 
BALANCE OF POWER 
BARBARIAN PALACE 
BIONIC COMMANDOS 
BUGGY BOY 
CARRIER COMMAND 
DEFENDER OF CROWN 
FOOTBALL MANAGER II £13.95 

FOUNDATIONS WASTE £16.95 

GARRISON II £15.95 

GREAT GIANA SISTERS £ 14.95 

GRIDIRON £19.95 

IKARI WARRIORS £16.95 

KING OF CHICAGO* £ 16,95 

LEATHERNECK £B.95 

ROAD WARS £13,95 

STAR RAY £16.95 

STREET FIGHTER £16.95 
SU BRATTLE SIMULATOR £16.95 

XENON £13.95 

' - rc^utrt"* '> IJ! K fcAM trX.(.MiiMiin <n urn* i-slrd drm 1 

Mail order only Please make cheque and postal orders fnayabk toCINTRONlCS 
LTD- All prices include pottage a rid packing in UK. Overseas rales: Europe add 
£2 per item . Ou tskie Europe add £6 per item ( Air Mail \ . 



SUMMER OLYMPIAD £13.95 

TERRORPODS £16.95 

UMS £1695 

VIRUS £13.95 

WAR GAME CONS, £14.95 



Rfchard House. 30-32 Mortimer Street, London W l N 7RA 




COflPUTER REPRi 




SINCLAIR QUALITY APPROVED REPAIR CENTRE 



HOW TO GET YOUR 48K SPECTRUM REPAIRED FOR ONLY £19.95 



TEN * REPAIR SERVICE 



FS 





A 

V! 



BEST PRICES f ' 

ARE YOU ANOTHER CUSTOMER - fed Up 

waiting weeks for your estimate? 

Need vour computer repaired fa$t> Then send it now to the wideovauit 
24hr Repair service, we are sdie to repair your 48K spectrum using ait the 
latest m test equipment for oniv 19.95. we can also supply vou witti power 
supphest membranes 

we * ill repair your computer while vou wait and help vou with any of your 
technical profilems commodore computers repaired for oniv £35.00, 
Piease note we g ve vcu a IGC low fixed price of £19.95 which includes 
return post and packing, vat. not a between price like some other Repair 
companies offer we don t ask you to send a cheque in for the maximum 
amount and shock you with repair bieis oo upwards Don t forget we are 
Amstrad approved for quality and speed, don t risk your computer to any 
other unauthorised repair centre we don't Just repair the fault and send 
your computer back we give your computer a free overhaul 



. whiiprnuwaitreoaincsa 50 m Spectrum 
05.00 Spectrum +2 

• AH computers fully overtiauJed and fully 
tested before return. 

• FuNy insured for trie return journey 

• Filed lOW prtCt Of 19.95 including post 
packing parts, labour Spectrum+2 
repai rs orvly £3 5 QC f ul ly Inclusive 

• Discounts foi schools an d colleges 



• 5w top games w orth £19 M t r <?e with every 
Spectrum repair Hav* include FBf E 

memory ■kevtioardteit 

* weaKOfepjirCnmmodofe w 5 VIC 20 
commodore ib- a Spectrum - 2 and ■ ! 

* Tmmtm up to fjjte test equipment 
developed try us to locate faults wlttita 
your computer 

» Rufjoeriieytoarct repair <rtpl4c#ment 
memdrane oniyj Just CIO 00 infludifiQp* p 

• J monrnwrtrten guarantee en all repairs 



■ 




Oiti if mgsmoorSctiooi.fJaiiway Street Hanfieid Hyde CfiesriireSKi48AA 
"e jJE^Es^: "l- • W99viain otfee enqmnes and oroers only 

Wa-cr esre- reiepr-cne Mi -2K057B Mule you wait centre only 
we 'eg ret me Manctiester Branch cannot take mail orders 
piease use main branch number 




OVERHAUL WITH EVERY REPAIR WE DO:- 

We correct colour, sound, keyboard, check the loading ana saving cmp 
even put new feet on the Dase if required Check for fun memory, check all 
sockets including ear.- nuke and replace where needed, AH for an Inclusive 
price of £19.95 which includes vat, parts & labour, return post, parting & 
Insurance. No hidden extras whatsoever. 

if noma a computer dp rtKsed as unrepairable due to tempering we may be able to 
offer a replacement circuit Poard it additional cnarge ) JPW 

URGENT NOTICE DWI De misled by adverts showing between prices 1 Ik Ji^J 

A recent complaint against a Mancnesterrepa^ firm Mancomp was upheld oyrr.e| — ™ 
Adverting Standards Aurhortry oc two counts it narJ stated BBC repair? 
between E1 4 and ift then charged the customer £85 Thei r g uarantee poticy was 
mi5Jeaom§ as it Old not make dear chat an repairs were not covered! 



THE VIDEOVAULT COMPUTER COMPANION 



I 



EDITION NOW HOT OFF THE PRESS 



Nf* B*90e* catalogue now availaDle containing over ? 500 
items roluctanfl software to an computers povsticfcs spar* 
pans, business software, owns. plus many more juscsend 
s h iflp stamps for your *r« copy over 20 pages full of top 
auaitv products oeiivereo to your door by return post 



COPYRIGHT VIDEOVAULT NO. 885071 FAX NO. 04574 68946 




HELP 



INFORMATION 

DESK 



Robin Hogg Is once again let out just long 
enough to peruse through your letters 
posted to TGM's Information Desk. 



We kick off with jc mauns 
from Hampton In 
Middlesex who asks * * . 

■ is Flight Simulator II 
available for the 
Commodore' 64? 

Flight Simulator It from 
sub LOGIC is avei table in 
the UK through your local 
dealer at £27.95- If they 
can't help then try 
Microdealer International. 
Monarch House. 16 Third 
Avenue, Denbigh West 
industrial Estate. 
Btatchtay. Mitton Keynes. 
Bucks MK1 1TH- 

MISS A HEATH of 

Hammersmith, London 
writes: 

■ I recently purchased an 
Atari Video Games console 
which is compatible with all 
existing 2600 game 
cartridges, Unfortunately, 
I'm having difficulty 
obtaining the cartridges. 
Could you please give me 
a list of suppliers. 

Anything to help a lady in 
distress. The Silica Shop 
has extensive stocks of 
Atari products, including 
VCS cartridges, and their 
mail order department is at 
1*4 The Maws, Hatheriay 
Road, Sidcup Kant DA 14 
4DX ST (01) 3GS 1111. 
Alternatively* phone the 
Atari Helpline on (01) 300 
7770 for details of your 
nee rest dealer* 

Closer to home (my 
home anyway), Andrew 
Williams of Neath. West 
Glamorgan wants to 
know ■ . ■ 

■What books do I need to 
learn to write assembly 
language games for the 
Archimedes? 

The Arortfmedes Assembly 
Language Programming 
book covers all aspects of 
coding and could be used 
for any application desired 
- games in your case - 
though it Is not 
specialised. The book is no 
longer being printed, but a 
copy may be obtained 



from Compubooks, 2 The 
Willows, Hollywood, 
Birmingham B47 SEE. 

S pea k I ng of funny 
languages, ionacio 
aldazabal of Bilbao in 
sunny Spain Is a beginner 
to adventure games and 
enjoys them a lot. But 
wants to know - ■ - 

■Which of the following is 
best suited for a novice like 
me? The Pawn, Jinxter. 
Knight Ore, Gnome Ranger 
or Guild Of Thieves'? 

Resident adventure wizard 
Rob Steel put down his 
bottle long enough to 
recommend The Pawn as 
being relatively easy to 
begin with. Even better for 
the novice adventurer is 
Moonmist or Wiahbring&r 
by Imfocom. These are 
available on disk-only for 
practically every machine 
except the Spectrum and 
BBC. Ignacio also asked a 
question regarding the 



no longer produce them, 
and others only stock 
expensive professional 
machines. As you are 
buying on a budget, local 
secondhand dealers, 
preferably those with hi-fi/ 
video equipment 



Amiga owner geof f 
chambers of Reading in 
Berkshire isn't too crazy 
about Crazy Cars from 
Titus. 

■ When I read your review of 
the game in the February 
edition of TGfvl, I realised 




Dragon's Lair laser disc 
system, martin salvona of 
Brock worth, Gloucester 
effectively asked the same 
question; 

■ From where may 1 obtain a 
cheap laser disc player for 
use with the game, and 
where can I get the 
interface cable? 

Laser disc players are very 
hard to get hold of In the 
UK. Many manufacturers 




Made of ice. 

An adventurer in gleaning amour 
here* ridinn a horse with no leg 



Th^ Pawn.' not so easy to complete tout simp}* enough to g*l into 



specialisation, would be 
the best source. The 
interface, on the other 
hand, can be easily 
obtained from MicrodeaL 
priced £10.05. Martin 
continues his letter by 
asking . . 

■To whom do I send off for 
the actual laser disc and 
can the ordinary 520ST be 
used for the game? 

As with the connector 
cable, Microdeal can 
supply the laser disc, 
costing EOT. 05 including 
ST software, at PO Box 66, 
St Austatt, Comwail PL2S 
4YB^S 40726) 68020. With 
the relevant software and 
laser disc hardware, a 
standard ST can be used. 
Changing the subject 
slightly (but definitely 
getting his money's 
worth), Martin 
continues . * * 
■ Is the Epson LQ-500 
printer compatible with the 
Amiga 500 and how much 
does it cost? 

The LQ-500 is compatible. 
Plug it into the parallel port 
using a standard interface. 
But it needs a printer driver 
to run it (available from 
Amiga User Group, S 
(0533) 550Q933), Priced at 
£430, Lad brok e 

Computing (0772) 
21474) offer free delivery. 



my copy is different. It 
doesn't give as much extra 
time when passing through 
each stage, and, among 
other differences, there are 
no sound effects on the 
game- over screen. Is my 
copy faulty? 

Our copy of Crazy Cars has 
disappeared, so I couldn't 
personally compare it 
against any differences 
yours may have. Titus 
software have only 
produced one version for 
the Amiga, so there 
shouldn't be anything 
wrong with the one you 
have — the differences you 
mentioned are part of any 
other copy of Crazy Cars. 

A previous Inquirer to 
Information Desk, oary 
shaw of Cleefhorpes. 
writes again to ask . . . 

■ Does anybody make reset 
switches for the Amiga? 

Since pressing the two 
Amiga keys together with 
Control key resets the 
machine it seems unlikely. 
He goes on . . . 

■ Are California Games. The 
Last Nin}a, Super Hang-On 
and Double Dragon 
coming out on the Amiga? 

California Games has been 
delayed but It's planned to 
come out in the second 
week c* September. Super 
Hang On has no release 
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date yet, but the ST 
programmer of the game 
hopes to rewrite it tor the 
Amiga. As for The Last 
Ninja, there are no plans to 
convert it just yet, but who 
knows? Double Dragon 
was covered in TGM OIO 
preview section with an 
Amiga screen shot. On the 
subject of Amigas, DC 
Williams of Bangor ih 
Gwynedd has problems 
with his . ■ * 

■ I want to add a RAM 
expansion in the near 
future. I'm considering 
Commodore's own A512 
RAM/Clock expansion, but 
remain concerned about 
what might happen if my 
machine was infected with 
the virus. As the clock in 
the expanded memory is 
battery-powered. would 
the Amiga retain the virus 
even after the computer 
was switched off? Would 
removing the RAM 
cartridge and then putting 
rt back get rid of the virus, 
and would that damage the 
Amiga itself? How long 
does the battery last and 
can it be removed? 

Phew! Fortunately the 
virus is not held within 
RAM occupied by the 
battery-powered clock — 
while removing the RAM 
peck every time would 
wear the connections I 
away and eventually 
damage the machine. 

To take a break from the 
more serious side of 
computers, here's a quick 
tip tor the Sega game Atex 
Ktdd In Miracle World from 
of matthew price of Hexham 
in Northumberland- 

On the second water level 
use the teleport powder and 
punch the octopus that 
appears in the head till it 
dies. Then push Alex, 
downward onto the 
Octopus's seat and you 
should find a secret level. 
Swim past two large fish and 
you'll reach land with oodles 
of money to collect and an 
extra life. 

And talking of machines 
foreign, the PC Engine 
letters never end. Among 
them is one from a attwood 
of Stourbridge, West 
Midlands with the million 
dollar question: 

■ When could I (and 
probably thousands of 
other people) get their 
hands on this awesome 
machine and how much 
will it cost? 

Unfortunately NEC have 
yet to decide whether Ihe 
PC Engine should ever be 
released outside the 
Japanese market. 
Certainly there is no 
possibility whatsoever of 
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the PC Engine being 
available on the British 
high street this year. As for 
next year, maybe, but NEC 
are still considering 
whether the machine 
would be a success. To 
pour salt on your wounds, 
NEC have sold 700,000 PC 
Engines in Japan priced 
between El 00, and C120. 
Games cost approximately 
£20. Moreover NEC plan to 
release a PC Engine CD- 
ROM this autumn — in 
Japan only — which has 5O0 
Mbytes of memory. It is 
said, laconically, 'to 
produce some rather 
amazing games'. NEC 
intend the PC Engine to be 
the core of an entire home 
leisure system with 
serious applications as 
well, 

Next we have jc plus of 
York, who is a lounge lizard 
— but only whan he's 
playing Sierra's adventure 
game Leisure Suit Larry in 
which he has now come up 
against a problem. 

■ I'm stuck. Among other 
things I can't seem to get 
the pills off the window sill 
from the fire escape. How 
may I obtain the soMion to 
this and other problems 
without having to write to 
Sierra in America7 

Try writing to Electric 
Dreams, Terminus House, 
Terminus Terrace, 
Southampton SOf 1FE — 
they should help. Another 
adventurer, s ardcn of 
AJtrincham, Cheshire 
seeks guidance 
concerning the- Info com 
adventure wrapped up in 
red -tape. Bureaucracy. 
■Are there any hint books 



available for this 
adventure? If so could you 
give me more details. 

Invisi-clue books are 
available at E6.99 from 
Actiui&ion/Med is genie, 23 
Pond Street, Hampataad, 
London, Another resident 
of Cheshire, justin we as 
from Warrington asks 
about life, the universe and 
ST software. 

■ I'm looking for software to 
transfer ST BASIC 
programs into a faster 
language such as machine 
code. What do you 
recommend? 

LOW-Sasic Compiler will 
work with old versions of 
ST BASIC priced $59.95 
(American product you 
see} and is available from 
Silica Shop (see above for 
address). 

ftfSX owner m simpbon of 
Thornton Heath in Surrey 
asks for help with not only 
his Toshiba HX-10 but his 
Philips VG 3230 media 
system, both of which have 
developed problems, 

■ My HX-10 could be faulty 
internally because 
commands such as RUN 
fail to execute. What can I 
do about it? 

The fault does indeed 
sound internal and your 
best bet is to take it back 
to the retailer who sold it to 
you, If that's not possible, 
you could send it back to 
Toshiba but that's likely to 
take a long time. 
Alternatively you might 
contact Anglosoft (see 
below). Mr Simpson 
continues: 

■Also my MSX II is possibly 
faulty in that there is no 
picture without sound and 



vice versa. Do I need a 
modulator or special lead, 
or is it an internal fault? 

In all likelihood you've got 
a European model MSX II 
which hasn't been 
converted for the different 
television standard we 
have here. One solution 
would be to buy a monitor,, 
another would be to 
contact Anglosoft. They 
might be able to sell you a 
modulator, but it's more 
likely that you'll actually 
have to send your machine 
to them for modification. 
Their address is Anglosoft, 
142 Woodway Lane* 
Walagrave, Coventry CV2 
2EJ S (0203) 615950. He 
concludes: 

■ I have no user and 
reference manual for my 
MSX II. Would Philips or 
Sony be able to help me? If 
so could you give me their 
addresses? 

Sorry, unless you speak 
Japanese or German 
you're stuck. Since the 
machine has yet to 
released in the UK, English 
manuals are unavailable. 

Well, that's it for this 
month, tune In next month 
for the definitive Siarglider 
It tips and yet more 
problem solving. If you've 
any tips T maps, computer 
or electronic 
entertainment crises 
yourself, transform them 
into a full-blown, 

technicolor TGM 
production! by writing to 
INFORMATION DESK. THE 
GAMES MACHINE, POBox 
10 t Ludlow, Shropshire 
SY8 1DB. You can also 
MBX us with I D TGM. 
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UNCLE MEL'S 
TRIVIA QUIZ 



Test your computer and gonaral 
knowledge with Mai Crouch*r's daft 
questions. 

1) A silver-plated device for protecting 
pregnant women agamstVDU radiation 
has been launched. WTial »S it? 

2) Name Fergie McNeill's new label 

3) in whicti adventure is the "farg* the 
unit ot currency? 

4| Why have Domark's bosses recently 
been cuddling an inflatable rubber 
Fergte' 7 ' (Thai's enough Fergie 
Questions -Ed) 

5) Who ts handing Microsoft's 
advertising? m\ L>ez. Beauls & Konne; b) 
Barring* on Barmy; c) Saatchi & Saatchi 
«1 A Russian spy was responsible tor 
setting up l^e first British computing 
establishment after Wond War II. Name 
the man and the year. 
7) Whet s the difference between Stuart 
Wynne and a rectangular Crawl ord's 
bfcscurt? 

a) How many Trades Unionists does it 

take to program a computer 7 

9) Name one of Stephen Hall ot 

Grand 5iam '5 greatest assets. 

1 0} Who is responsible to* awfceye? a) 

Games Without Frontiers, b) Boys 

Without Brairts. c) The Royal Society 



For Fhed Eggs instead Of Eyeballs In 
Artwork, 

t1| Spot the odd one out San sent 
Normal. Westend Bold, Rod Stewart, 
12) Who provided the original voice of 
Mickey Mouse? 

13| True or false, the lerm 'Quark' was 
invented by James Joyce. 

14) How big was US Gold's turnover 
last year, give or take a half million? 

15) What is the title of Jeff Pointer's 
latest product? a} Dippy Hippy, b) Han 
Llama; c) Trip-a-tron . 

10) Which software houses are 
scrambled in these insults? 'HA! LA 
SMUT . MAE SIN FflOG\ "EAT V, 
LATRINE'. 

17) Who are Jimmy Ooohan. George 
Takei, Nicheile Nichols and Walter 

Koeintj b+ttter Known as'-' 

1B) Fill in the missing words: . . . 

MISSING 'S MINE, 

HOPPING BAM . . . KNIGHTS. 

TIME . , ■ MAGIK. SLAM 

1 a) Why was VTxen changed to She Fox 

for (he German marital? 

20) Whal number is the NEWSFlELD 

stand at ihe PC Show, whai's next to it 

and who are those loonies in the 

corner? 
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NEXT MONTH! 



M I C ROPRO SE Wl TH R OS E and 

bring a sick bag and spare pair of 
trousers as we go flying in tt>e 
Miss MicroProse' with Major Bill 
himself - Gape at wtiat made John 
M i n son ask if he had life insurance, 
shock at why Anthony Jacob son 
demanded to know where the 
ejector seat was. cower at the 
a wesome power of the i n m id 
power-dive. You won't believe it. 
Do a victory roll with TGM 012. 
SONY ROCK'N'ROLL RUT I 
LIKE IT And so you should! You 
could win a Sony Sound Bag, 
Colour TV or Stereo Cassette 
Radio simply by entering Power 
Play's mega competition. PLUS 
Cruiser joysticks galore for 
runners up. 

ST-ELITE arrives! Tne all-time 
classic of space pirates, 
interplanetary trading and 
Thargoids hyperspaces STwards. 
TGM. as always, will provide you 
with the most m-depth, unbiased 
review you could hope to read. 
COMIC CUTS Stuart Crackers' 
Wynne goes transatlantic again to 
get TH E mterv iew with comic book 
king. William Gibson. And he takes 
a look at that famous Irish 
policeman. Rob o" Cop (we think 
that's what he said). 



YES WE HAVE NOTATORS 

because Jon 'Man of Harlech ' 
Bates finds a nifty {and pricey} 
rotator sequence and scoring 
utility for the Atan ST 1 040, And he 
does more (see below). 
MEET YOUR CREATOR and 
unleash your imagination . , . and 
d esign the game of your dreams - 
(its says heref). TGM gets to grips 
with STOS, the ST game creator 
from Mandarin- 

PLUS more reviews than you can 
wave a joystick at, previews moist 
with anticipation, coinplay for the 
incurably peniless, boardplay for 
those who prefer manual control, 
roleplay for your fantasies, 
foreplay tor (CUV -Ed), 
adventures to btow your mind, 
ANO . . . 

THE KEYBOARD 
SUPPLEMENT Yes. entirely free 
inside next month's TGM, a cram- 
packed musical special on 
musical hardware for your 
computers. The Compieat 
Keyboardist from the complete. 
Bates. 

TGM 012 enhances your 
newsagent's shelves on October 
20 



ENDPIECE 

Gimmicks That Misfired fPart 1): You 

may have observed ottier organs tailing 
for MaEtertronhc's cheap marketing trick 
shown here. But not TGM. no sir; we put 
our Inside Story team onto the case and 
actually rang trie numbers. 

Hixkmgham Palace answered politely, 
the White House a little less so Miknail 
Gorbachev was unavailable (we hear he's 
wording for Amstrad now), the Vatican 
switchboard answered but was appa- 
rently manned by Trappists 

Margaret Thatcher was not in service, 
which we knew already; and when we 
dialled the number of West German 
Chancellor Helmut Kohl, ail we heard was 
a lot of clicking 

Mastertronic? Who they? 



Gimmicks That Misfired (Pwt Z): You 

may have observed other organs Ikx*. - 
observing organs, is a clear, joyful and 
natural thing to do) wrttermg on about 
Mickey Mouses 50th birthday when 
Gremlin Graphics released the licence 

Talk about living in the past! Mickey's 
actually SO this year. Gremlin's Richard 
Barclay maintains they knew that all 
along, though we siwaYthey mentioned 
54 when the game came out- 
Richard Bajclay looks 1 1 . but is actu- 
ally 21 
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Gimmicks That Can Only Misfire (one Is enough): This happy fella called Max 
Michaels has dfawn a 1m picture containing one million squares, each 1mm 3 (you 
follow 7 ) He's selling each for E1.07V4 - you don't get to actually take me squares 
away, but you can visit them at his Brighton showroom. 

The oood sitte is that SOp of your £1.0716 goes to the Save The Children Fund. 
Cheques or details from One Million Squares, 92 Miner Road. Brighton &H2 *SQ 

We met one million squares once, tt was at the PC User show 



STOP PRESS 



Budget company Trie Power House has gone under with apparently 
'substantial' debts, despite its claim to have sold 250,000 games since splitting From 
CRL In February . . . 

Eifruanf^l Fhe worldwide crackdown on piracy continues Glasgow police, 
assisted by Electronic Arts and the Federation Aoatnsl Software Theft, seized £100,000 
worth ol pirated games and business packages m Glasgow while <n Hong Kong 
reputedly the worst place of all for me piracy problem, me colony's government 
recovered pirated software worth over £600,000 in a series of raids. (Hah, Bangkok 's 
worse -Etil 

fciCHaail*^ Mediagenic have grabbed hw. Sega coin-op licences Galaxy Force. 
Attenftf &e*$t> Hot Rod, Some Boom and Ace Attacker . . . 
fttVUJif^El Games Workshop recently held their Golden Demon Awards in Mohin 
gham, featuring games and miniatures . . . Matsushita have developed a new com- 
pact disc which can store twice m\ much information as today's discs using lasers 
with a shorter wavelength the September issue of Everyday Electronics magazine 
reveals a super soaraway way to build an Interlace tor the Amstrad Joyces 
iapanese owners of Video Walkmen can now buy a regular magazine to watch on 
their pocket sets . . . Acorn will have a new Archimedes operating system at the PC 
Show, allowing multitasking . . . Adventure programmers Level 9 {Gnome Ranger et 
all have left Mandarin Software |ust monlhs after joining them from Rambird 
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ARCADE ACTION 

HEROES OF THE LANCE marks the First computer 
action game that re-creates the epic battle between 
good and evil on the world of Krynn. 
C controlling eight Companions, each with different 
specialised attributes and skills, guide these brave 
adventurers deep into the treacherous ruins of the 
temple XaK Tsaroth to retrieve the precious Disks of 
Misrukal- 

Asyou descend into the Abyss, the Companions must 
defeat the hordes of monstrous Draconiana in hand- 
to-hand combat, deal with powerful magic and 
survive the onslaught of attacks from giant spiders, 
skeletal undead and countless other terrors. 
But your filial obstacle makes these monstrosities 
innocuous by comparison. The platinum disks you 
seek are guarded by Khisanth, an ancient black 
dragon, And there is but one way to vanquish this 
mighty beast*.* 

..find the key to destroy Khisanth or you are doomed 
to failure. 



CBM 64128 
£9,99 tap* 
£14.99 dkk 
SPHCntUM 

mm 

£9.99 tape 
04.99 +3 disk 
AMSTMD 
£9.99 tape 
£14 99 disk 
IBM PC 

tCOMPATllLES 

£24.99 

AMIGA 

£24.99 

ATARI ST 

£24.99 
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FANTASY HOLE PLAYING 

Located on the northern shore of ihr Muonsea in the 
Forgo Hen Kejlmv Che fib Jed city of Phi An hid been 
overrun by monsters led by a mysterious leader. Your 
quest: discover the identity of this evil force. 
Pool of Radiance adheres faithfully to the legendary 
Advanced Dungeons & Dragons IM fantasy role playing 
systems. No detail is missed including 6 player 
characters; computer controlled non-player characters; 
the AdventurpTs' Journal packed with history, map* 
and clues and the Translation Wheel that converts 
Flvish and Dwarfish writing lu I nglish. Thegameplay 
is exhilarating and ihr graphics slate of the art - portrait 
displays, perspective, lactkj] combat d i ^p>lav J"d 
personalised weapons selections compile Id form the 
ultimate breakthrough in fantasy role-playing 
computer games. 



IBM bill's 
£3 .W Upc 
£14.99 disk 
AMIGA 
£24.-99 
IBM PC 
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G4.W 
ATARI ST 
£24.99 
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Sodf through 
wave after wave 
of flying death in 
your armour-laden 
helicopter, scream 
through the skies m your 
F -14 as you take on the 
seemingly limitless hordes of 
mechanoid invaders, whose 
intent is total domination of 
Earth. The storm is raging as 




TYPHOON -Kh.e 
Konami coin -op now 
for your home micro 
Air ing fast scrolling and 

3-D, frenzied dog-fighting, 
accumulate a vast array of deadly 
sole weapons. Six levels of pulse pound- 
the ing excitememt. Each culminating in 
t"«48fi3»v a devastating adversary. 




COMMODORE 
AMSTRAD 
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